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THE GAME OF SPECULATION. 


"HIS is a noiſy rount] game, that ſeveral may play, 
uſing a complete pack of cards, bearing the ſame 
import as at whiſt, with fiſh or counters, on which 
ſuch a value is fixed as the company agree; the higheſt 
trump, in each deal, wins the pool; and wheneyer it 
happens that not one is dealt, then the company pool 
again, and the event is decided by the ſucceeding coup. 
After determining, the deal, &c. the dealer pools fix 
fiſh, and every other player four; next three cards are 
iven to each by one at a time, and another turned up 
Ge trump; the cards ate not to de looked at, except in 
this manner, — the eldeſt hand ſhews the uppermoſt 
card, which, if a trump, the company may ſpeculate 
on or bid for; the higheſt bidder buying and paying 
for it, provided the price offered is approved of by the 


eller. After this is ſettled, or if the firſt card does not 


prove trump, then the next eldeſt ſhews the uppermoſt 
card, and ſo on, che company ſpeculating as they 
pleaſe, till all are Gi{covered ; when the poſſeſfor of the 
higheſt trump; whether by purchaſe or otherwiſe,” gains 
A 7 | 1 
To play this game well, little more is requiſite than 
recollect ng what ſuperior cards of that particular ſuit, 
have appeared in the precetling deals, and calculating _ 
the probability of the trump ofterad proving the bigdell | 
in the deal then undetermined. . a VA 5. 40! | 
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s game is ood ts Give pert [who cut 
1 the cards to ſettle the partners; thoſe who cut 
the two higheſt cards, are partners againſt thoſe who 
cut-the: two loweſt, ' The perſon who cuts the loweſt 
card is entitled to the deal. In 8 the ace f is ac- 
counted the loueſ . en enn 
Each perſon has a right. t to Muffe the cards ben 
the deal, and the elder hand oug dt to Thaitle them lat, 
excepting the deale.. 

The deal is made by haviey the: ads dut bilthe LAM 
hand adverſary, and the dealer is to diſtribute the cards, 
one at a time, to each of the'players,' heginnihg with 
the leſt-hand adverſary, till he comes to the laſt card 
which he turns up, being the trump, and leaves. it "_ 
the table till the firſt trick is played. Jos 

No one, before: his partner plays, may infofm- 158 
this he has or has not won the trick ; even the attemp 
to take up a trick, though won before. the laſt pdrtner 
has played, is deemed very Improper. No intimations 
of any kind during the play of the cards between part- 
ners are to be admitted. The miſtake of ene party is 
the game of the adverſary. However, there is one e 
ception to this rule, which is in caſe of a. revoke: if a | 


perſon happens not to follow ſuit, or trump a ſuit, the 
partner is indulged to make enquiry of him, whether he 
is ſure he has none of that ſuit in his hand. This 1 in · \ 
dulgence mult have ariſen from the ſevere penalties W 
ndxell to revoking, which affoct the partners ae 
and it is now univerſally admitted. 215 
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The perſon on the dealer's left hand is called the 
elder hand, and plays firſt ; and whoever wins the trick, 
becomes elder hand, and plays again; and ſo on till all 
the cards are played out. The tricks belonging to 
each party ſhould be turned and collected by the re- 
ſpective partners of whoever wins the firſt trick in every 
hand. The ace, king, queen, and knave of trumps, 
are called honours ; and when either of the parties has 
in his own hand, or between himſelf and his partner, 
three honours, they count two points towards the game; 


and in caſe they ſhould have the four honours, they | 


count four points. Ten points make the game. 
*T wenty- -four ſhort Rules for Learners. 


— — 


| L Ae lead from your ſtrong ſuit. 


II. Lead through an honour when you have 


ood hand. 4 
IT. Lead through the. ſtrong ſuit, and up to the 


weak. 

IV. Lead 2 trump, if 4 or 5, and you have a good 

hand. 

v. Sequences are eligible leads, _ begin with the 

higheſt. | 
VI. Follow {your partner” 8 lead, not you 4 


VII. Do not lead from ace, queen. 
VIII. Avoid leading an ace unleſs you have the 


15. Never lead a chirteenth card unleſs trumps are 
out. 


X. Nor trump a thirteenth card, except laſt player. 
EI. Play your beſt card third band. N e. | 
XII. When in doubt, win the trick. | 

XIII. When you lead ſmall mo begin with the 
higheſt. 


3 


Bw Do not trump out, when your pai tner is like. 
ly to trump a ſuit. 
XV. It you hold only ſmall trumps, make them 
wa ou can. 


I. Make your tricks early, and be careful of 


Fort 5 2 
XVII. Be ſure to make the odd trick when in your 
power. 
XVIII. Never force your adveifary with your beſt 
card, unleſs you have the next beſt 
XIX. If only one card of any ſuit, and but 2 of 3 
ſmall trumps, lead the ſingle card. 
XX. Always try to keep a commanding card ta 
bring in your ſtrong ſuit. 
X XI. In your partner's lead, endeavour to keep the 
command in his hand. 
XXII. Keep the card you turn up as long as you 
conveniently can. ö 
XXIII. If your antagoniſts are 8, * you have no 
honour, play your beſt trump. 


XXIV. Always conſider your ſcore, and play 075 | 
hand accordingly. 


Methods of Scoriag at Whit. 
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MR. HOYLE'S GAME AT WHIST. 


General Rules for Bebber. 5 


I. WHEN you lead, begin with the beſt. ſüit in 
your hand; if you have a ſequence of king, 

> 0% and knave, or queen, knave, and ten, they are 
ure leads, and never fail gaining the tenace to your- 
ſelf or partner in other ſuits. Begin with the - higheſt 
of the ſequence, unleſs you have 5 in number; in that” 
caſe, play the lowelt (except in trumps, when you muſt 
always play the higheſt), in order to get the ace or king 
out of your partner's or. adverfary's hand, by which 
means you make room for your ſuit. 
II. If you have 5 of the ſmalleſt trumps, ad not 
one good card in che other ſuits, trump out, which will 


have this good conſequence at leaſt, to make your 
partner the lait play er, and by chat means give rp 


tenace. 
III. If you have 2 Pons trumps ont; wha ace arid” 


king of two other ſuits, and a deficiency of the fourth 
ſuit, make as many tricks as you can immediately; and 
if your partner refuſes either of your ſuits, do not force 
him, becauſe that may weaken his game too much. 

IV. You need ſeldom return your partner's lead im- 
mediately, if you have good ſuits of your own to play, 
unleſs it be to endeavour to ſave or win a game: what 
is meant by good ſuits is, in cafe you ſhall have ſe- 
quences 0: king, queen, and knave, or queen, knave, | 
and ten. 

V. If you have each 5 iche and you are aſſured of 
getting 2 tricks in. your own. hand, do not fail winning 
them, in expectation of ſcoring 2 that deal; becauſe if 
you loſe the odd trick, it makes 2 difference, and you 


play 2 to I again yourſelf, 


2 4 
2 75 


THE GAME OF WHIST. 5 

An exception to the foregoing rule is, when you ſee 
a probability either of ſaving your lurch or winning the 
game; in either of which caſes you are to;rifk the odd 
5 COUNTS enen 4 a ue 5 f 75 
VI. When you have a probability of winning the 

game, always riſk a trick or two, becauſe-the ſhare of 


| the ſtake, which your adverſary has by a new geal, 


will amount to more than the point or two, which you 
V ³ ˙ 
The foregoing caſe refers to 1, 2, 3, 4, 5, 6, in 
page” 735" 177 ET: . 8 = | 
VII. If your adverfary is fix or ſeven love, and 


you are to lead, your buſineſs in that caſe is to; riſk a 


trick or two, in hopes of putting your game upon an 
equality; therefore, admitting you have the queen or 
&nave, and # other trump, and no good cards in other 
ſuits, play out your queen or knave of trumps; by which 
means you will ſtrengthen your partner? game, if he 
is ſtrong in trumps; if he is weak, you do him no trury. 

VIII. If you are four of the game, you muſt play for 


an odd trick, becauſe it faves" one hal of the ſtake 


which you play for ; and, in order to win the odd 
trick, though you are pretty ſtrong in trumps, be cautious 
How you'trump out. What is meant by ſtrength in 
trumps, is, in caſe yon ſnould have 1 honout and 3 
trumps. ES, | TT. | N 
IX. If you are q of the game, and though very ſtrong 
in trumps, if you obſerve your partner to have a chance 
of trumping any of your adverfary's ſuits; in that caſe 
do not trump out, but give him an opportunity of trump- 
ing thoſe ſuits. If your game is ſcored 1, 2, or 3, you 
muſt play he ben ; and allo at 5, 6, or 7; becauſe 


in theſe two laſt recited caſes, you play for more than 


I point. | 
X. If you are laſt player, and find that the third 


Hand cannot put on a good card to his partner's lead. 


© THE GAME OF WHISY. 
admitting you have no good game of your own to play, 
return the lead upon the adverſary; which gives your 
partner the tenace in that ſuit, and often obliges the ad- 
verſary to change fuits, and conſequently gains the te- 
nace in that new ſuit alſo. 5 
XI. If you have ace, king, and four ſmall trumps, 
begin with a ſmall one; becauſe it is an equal wager 
that your partner has a better trump than the faſt player : 
if fo, you have three rounds of trumps ; if not, you 
cannot fetch out all the trumps. | 
XII. If you have ace, king, knave, and three fmall 
trumps, begin with the king, and then play the ace, (ex- 
cept one of the adverſaries refuſes trumps) becauſe the 
odds is in your fayour that the queen falls. 
XIII. If you have king, queen, and four ſmall 
trumps, begin with a ſmall one, becauſe the odds is on 
your fide that your partner has an honour. | 
XIV. If you have king, queen, ten, and three ſmall 
trumps, begin with the king, becauſe you have a fair 
chance that the knave falls in the ſecond round, or you 
may wat. to fineſſe your ten upon he return of trumps 
for your partner. | 
Refers to caſe 1, 2, g, in page 16. | | 
XV. If you have queen, knare, and four ſmall 
trumps, begin with a ſmall one, becauſe the odds is in 
your favour that your partner has an honour. "= 
XVI. If you have queen, knave, nine, and three 
ſmall trumps, begin with the queen, becauſe you have 
a fair chance that the ten falls in the ſecond round; or 
you may wait to fineſſe the nine. | 
Refers to caſes 1, 2, 3. 
XVII. If you have knave, ten, and four ſmall 
trumps, begin with a ſmall one, for the reaſons aſſigned 
NS. 15 . 8 
XVIII. If you have knave, ten, eight, and three 
ſmall trumps, begin with the knave, in order to prevent 


THE GAME OF WHIST® 7 


the nine from making a trick ; and the odds are in your 
favour that the three honours fall in two rounds, 
XIX. If you have fix trumps of a lower denomina- 


tion, you are to begin with the loweſt, unleſs you ſhould 
have ten, nine, and eight, and an honour turns up 
le, 


againſt you; in that caſe, if you are to play through 
the honour, begin with the ten, which obliges the ad- 
verſary to play his honour to his diſadvantage, or leave 
it in your partner's option, whether he will paſs it or 
not. | | | 

XX. If you have ace, king, and three ſmall tramps, 
begin with a ſmall one, for the reaſons aſſigned in 


No. 15. E 


XXI. If you have ace, king, and knave, and two 
ſmall trumps, begin with the king, which, next to a 
moral certainty, informs your partner that you have 


ace and knave remaining; and by putting the lead into 


our partner's hand, he plays vou a trump; upon which 
Le 15 to fineſſe the 3 and no ill 8 
attend ſuch play, except the queen lies behind you ſingle. 
Refers to caſes 1, 2, 3, in page 16. | 
XXII. If you have king, queen, and three ſmall 
2 begin with a ſmall one, for the aſſigned reaſons 
in No. 15. : | 
XXIII. If you have king, queen, ten, and two 
{mall trumps, begin with the king, for the reaſons aſ- 
ſigned in No. 21. | 
XXIV. If you have the queen, knave, and three 
ſmall trumps, begin with a ſmall one, for the reaſons 
aſſigned in No. 15. $i : 
XXV. If you have queen, knave, nine, and two 
ſmall trumps, begin with the queen, for the reaſons al- 
ſigned in No. 16. „ 
XXVI. If you have knave, ten, and three ſmall 
trumps, begin with a ſmall one, for the reaſons aſſigned 


in No. 15. 
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8 THE GAME OF WHIST. 


- X XVI, le you have knave, ten, eight, and two 
ſmall trumps, begin with the knave, becauſe in two 

rounds of trumps it is odds but that the nine falls; or, 
Loon the return of trumps | from your partner, you may 
nneſſe the eight. 

XXVI TH If you have five trumps of a lower deno- 

mination, it is the beſt play to begin with the loweſt, 
unlefs you have a ſequence of ten, nine, and eight; in 
that cate begin with the higheſt of the ſequencde. 

XXIX. If you have ace, king, and two ſmall trumps, 
begin with a {mall one, for the reaſons align in 
No. 15. 

XXX. If you have ace, king, kunve, and one ſmall 
trump, begin with the king, for the reaſons aſſigned in 
No. 21. 88 

XXI. If you have king 
trumps, begin with a {mall one, tor the reaſons aligned 
in No. 15. (OY 

XXXII. If you have king, queen, ten, and one 
mall trump, begin with the king, and wait for the re- 
turn of trumps from your partner, when you are to 
nneſſe your ten, in order to win the knave. 2 


XXNXIII. If you have queen, knave, nine, and one 


{mall trump, begin with the queen, in order to I 


the ten from making a trick. 


XXXIV. IF you have knave, ten, and two ſmall 


trumps, begin with a imall one, for the rcaions e 


in No. 15. 


XXXV. If you have knave, t ten, e eight, and one 


ſmall trump, begin with the knave, in order to prevent 


the nine from making a trick. 

XXXVI. It you have ten, nine, eight, and one ſmall 
trump, begin with the ten, Which leaves it in your part- 
ner's diſcretion whether he will paſs it or not. | 

XXXVIIL f you have ten, and three mall trumps, 


begin with a ſmall one. 


„ queen, and two iſmall 


THE GAME OF WHIST. | 9 


Some particular Rules. 


I. Ir you have ace, king, and four ſmall trumps, 
with a good uit, you wilt play three rounds 12 
trumps, otherwiſe you may have your ſtrong ſuit 
trumped. | 
II. If you have king, queen, and four ſmall trumps, 
with a good ſuit, tr amp out with the king, becauſe when 
you have the lead again, you will have "three rounds of 
trumps. 
III. If you have king, queen, ten, and three ſmall 
trumps, with a good ſuit, trump out with the king, in 
| expectation of the knave's falling at the ſecond round); 
and do not wait to fineſſe the ten, for fear your ſtrong 
ſuit ſhould be trumped. 
IV. If you have queen, knave, and three ſmall 
trumps, with a good fuit, trump out with a ſmall one. 
V. If you have queen, knave, nine, and two 
imall trumps, with a good ſuit, trump out with the 
queen, in expectation of the ton's fall ing at the ſecond 
round; and do not wait to fineſſe the nine, but trump: 
out a ſecond time; for the reaſon aſſigned i in Caſe III. 
in this Chapter. 
VI. If you have knave, ten, and three mall trumps, 
with a good ſuit, trump out with a {mall qne. 
VII. If vou have knave, ten; eight, and two ſmall 
trumps, with a good ſuit, trump out with the knave, in 
3 expectation of the nine's falling at the ſecond round. 
* VIII. If you have ten, nine, eight, and one ima ll 
5 trump, With a good ſuit, trump our with the ten, n. | 


$ 


Particular ee «ma 


I. Surrosr you ate elder hand, and tliat your 
F game conſiſts of king, queen, and knave of one 
ſait; 7 FG king, queen, and two ſmall cards of another 
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10 | THE CAME OF WHIST, 


ſuit; king and queen of the third ſuit, and three ſmall 


trumps: Quere, How is this hand to be played? You 
are to begin with the ace of your beſt ſuit (or a trump), 


which informs your partner that you have the command 
of that ſuit ; but you are not to proceed with the king of 


the ſame ſuit, but you muſt play a tramp next; and if 


you find your partner has no ſtrength to ſupport you in 
trumps, and that your adverſary plays to your weak 
ſuit, viz. the king and queen only, in that caſe, play 


the king of the belt ſuit : and if you obſerve a probabi- 


lity of either of your adverſaries being likely to trump 


that ſuit, proceed then and play the king of the ſuit of 


which you have king, queen, and knave. If it ſhould 
ſo happen that your adverſaries do not play to your 


weakeſt ſuit, in that caſe, though apparently your part- 
ner can give you no aſſiſtance in trumps, purſue you 
ſcheme of trumping out as often as the lead comes into 


your hand : by which means, ſuppoſing your partner to 
have but two trumps, and that your adverſaries have 
four each, by three rounds of trumps, there remain 


only two trumps againſt you. 


II. Elder Hand. 

Suppoſe you have ace, king, queen, and one ſmall 
trump, with a ſequence from the king of five in another 
ſuit, with four other cards of no value. Begin with 
the queen of trumps, and purſue the lead with the ace, 
which demonſtrates to your partner that you haye the 


king: and as it would be bad play to purſue trumps the 


third round, till you have ſirſt gained the command of 
your great ſuit, by ſtopping thus, it likewiſe informs 


your partner that you have the king, and one trump 


only remaining ; becauſe, if you had ace, king, queen, 
and two trumps more, and trumps went round twice, 
you could receive no damage by playing the king the 
third round. When you lead ſequence, begin with the 


loweſt, becauſe if your partner has the ace he plays it, 


— 1 W 8 


which makes room for your ſuit. And ſince you have 


which means, if there happens to be four trumps in one 
of your adverſaries hands, and two in the other, which 


beſt cards, you had fo weakened your hand, as pro- 


partner's help. 


partner leads to your ace, queen, ten, and nine; and as 


THE GAME OF WHIST. 11 


let your partner into the ſtate of your game, as ſoon as 
he has the lead, if he has a trump or two remaining, he 
will play trumps to you, with a moral certainty that 
your king clears your adverſaries hands of all their 
trumps. | 
III. Second Player. 

Suppoſe you have ace, king, and two ſmall trumps, 
with a quint-major of another ſuit; in the third ſuit you 
have three {mall cards, and in the fourth ſuit one. — 
Your adverſary on your right-hand begins with play- 
ing the ace of your weak ſuit, and then proceeds to play 
the king: in that cate do not trump it, but throw away 
2 loſing card; and if he proceeds to play the- queen, 
throw away another loſing card; and do the like the 
fourth time, in hopes your partner may trump it, who 
will in that caſe play a trump, or will play it to your 
ſtrong ſuit. If trumps are played, go on with them two 
rounds, and then proceed to play your ſtrong ſuit ; by 


is nearly the caſe, your partner being intitled to have 
three trumps out of the nine, conſequently there remain 
only ſix trumps between the adverſaries; your ſtrong 
fuit forces their beſt trumps, and you have a probability 
of making the odd trick in your own hand only; 
whereas if you had trumpeil one of your adverſaries 


bably not to make more than five tricks, without your 
IV. Suppoſe you have ace, queen, and three ſmall 
trumps; ace, queen, ten, and nine of another ſuit ; 


with two ſmall cards of each of the other ſuits : your 


this game requires rather to deceive your adverſaries, 
than to inform your partner, put up the nine, which 
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| naturally leads the adveriary to play trumps, if he wins 


that card. As ſoon as trumps are played to you, re- 
turn them upon your adverſary, keeping the command 
in your own hand. If your adverſary, who led trumps 
to you, puts up a trump which your partner cannot win, 
it he has no good ſuit of his own to play, he will return 


your partner's lead, imagining that ſuit lies between his 


partner and yours: if this fineſſe of yours ſhould ſuc- 
ceed, you will be a great gainer by it, but ſcarcely poſ- 
ſible to be a loſer. | 

V. Suppoſe you have ace, king, and three ſmall 
trumps, with a quart from a king, and two imall cards 
of another ſuit, and one {mall card to each of the other 
ſuits ; your adverſary leads a ſuit of which your partner 
has a quart-major ; your partner puts up the knave, and 


then proceeds to play the ace: you refuſe to that ſuit 


by playing your looſe card; when your partner plays 
the king, your right-hand adverſary trumps it. Sup- 
pole with the knave or ten, do not overtrump him, 
which may probably loſe you two or three tricks by 
weakening of your hand: but if he leads to the ſuit of 


which you have none, trump it, and then play the 


loweſt of your ſequence, in order to get the ace either 
out of your partner's or adverſary's hand; which ac- 
compliſhed, as joon as you get the lead, play two rounds 
of trumps, and then proceed to play your ſtrong ſuit, 
Inſtead of your adverſary's playing to your weak ſuit, 
if he ſhould play trumps, do you go on with them two 
rounds, and then proceed to get the command of your 


ſtrong ſuit. But you will ſeldom find this laſt method 
practiſed, except by moderate players. 
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Games lo be played, with certain Obſervations, whereby 
you are aſſured that your Partner has no more of the 
Suit played either by yourſelf or him. | 

J. GUPPOSE you lead from queen, ten, nine, and. 

two {mall cards of any ſuit, the {econd hand puts 
on the knave, your partner plays the eight: in this caſe, 
you having queen, ten, and nine, it is a demonſtration, if 
he plays well, that he can have no more of that ſuit. 


Therefore, by that diſcovery you may play your game 


accordingly, either by forcing him to trump that ſuit, if 
you are ſtrong in trumps, or by playing {one other ſuit. 
II. Suppoſe you have king, queen, and ten of a 
ſuit, and you lead your king, your partner plays the 
knave, this demonſtrates he has no more of that ſuit. 
III. Suppoſe you have king, queen, and many more 
of a ſuit, and you begin with the king, in ſome caſes it 
is good play in a partner, when he has the ace, and one 


{mall card in that ſuit only, to win his partner's king 


with his ace; for ſuppoſe he is very ſtrong in trumps, by 
taking his partner's king with the ace, he trumps out, 
and after he has cleared the board of trumps, he returns 
his partner's lead; and having parted with the ace of 
that ſuit, he has made room for his partner to make that 
whole ſuit, which poſſibly could not have been done if 
he had kept the command in his hand. | 

And ſuppoſing his partner has no other good card in 
his hand beſides that ſuit, he loſes nothing by the ace's 
taking of his king; but if it ſhould to happen that he has 
a good card to bring in that ſuit, he gains all the tricks 
which he makes in that ſuit, by this method of play. 
And as your partner has taken your king with the ace, 
and trumps out upon it, you have reaſon to judge he has 
one of that ſuit to return you; therefore do not throw 
away any of that ſuit, even to keep a king or queen 
guarded. „ 03315," <6, HISTONE GO 
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14 THE GAME or WHIST. 


Particular Gamer, both to endeavour to deceive and diſlreſs 


- 


your Adverſaries, and to demonſtrate your Game to 


your Partner. 


1. QUPPOSE I play the ace of a ſuit of which I have 


ace, king, and three imdll ones; the laſt player 


does not chuſe to trump it, having none of the ſuit; if! 
am not ſtrong enough in trumps, I muſt not play out the 


king, but keep the command of that ſuit in my hand by 
playing a ſmall one, which I muſt do in order to weak- 


en his game. 8 | | 
II. If a ſuit is led, of which I have none, and a moral 


certainty that my partner has not the beſt of that ſuit, 


in order to deceive the adverſary, I throw away my 


ſtrong ſuit; but to clear up doubts to my partner, 
when he has the lead, I throw away my weak ſuit, 
This method of play will generally ſucceed, unleſs you 
play with very good players; and even with them, you 
will oftener gain than loſe by this method of play. 


Particular Games to be played, by which you run the R, 


of lofing one Tric# only to gain three. 


I. CQUPPOSE clubs to be trumps, a heart is played 
by your adverſary; your partner having none of 
that ſuit, throws away a ſpade; you are then to judge 


his hand is compoſed of trumps and diamonds ; and ſup- 


poſe you win that trick, and being too weak in trumps, 


ou dare not force him; and ſuppoſe you ſhall have 
Bag, knave, and one ſmall diamond; and further, ſu 

ſe your partner to have queen, and five diamonds; in 

that caſe, by throwing out you king in your firſt lead, 


and your knave in your ſecond, your partner and you 


may vin five tricks in that ſuit; whereas if you had led 


a ſmall diamond, and your partner's queen having been 
won with the ace, the xing and knave remaining in your 
hand obſtructs the ſuit: and though he may have the 
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long trump, yet by playing a ſmall diamond, and his long 
trump having been forced out of his png loſe by 


this method of play three tricks in that deal. 


II. Suppoſe, in the like caſe of the former, you ſhould 
have queen, ten, and one ſmall card in your partner's 
{trong ſuit ; which is to be diſcovered by the former ex- 
ample ; and ſuppoſe your partner to have knaye and five 
ſmall cards in his ſtrong ſuit; you having the lead are to 
play your queen, and when you play again, you are to 
play your ten; and ſuppoſe him to have the long trump, 
by this method he makes four tricks 1n that ſuit; but 


ſhould you play a ſmall one in that ſuit, his knave being 


gone, and the queen remaining in your hand in the ſe- 
cond round of playing that ſuit, and the long trump 


being forced out of his hand, the queen remaining in 


your hand obſtructs the ſuit, by which method of play 
you loſe three tricks in that deal. | 

III. In the former examples you have been ſuppoſed 
10 have had the lead, and by that means have had an 
opportunity of throwing out the beſt cards in your hand 
of your partner's ſtrong ſuit, in order to make room for 
the whole ſuit: we will now ſuppoſe your partner is to 
lead, and in the courſe of play, it appears to you that 
your partner has one great ſuit; ſuppoſe ace, king, and 
four ſmall ones, and that you have queen, ten, nine, and 
a very ſmall one of that ſuit; when your partner plays 


the ace, you are to play the nine; when he plays the 


king, you are to play the ten; by which means you ſee, 
in the third round, you make your queen, and having a 


ſmall one remaining, you do not obſtruct your partner's 


great ſuit; whereas if you had kept your queen and ten, 
and the knave had fallen from the adverſaries, you had 
loſt two tricks in that deal. | 


IV. Suppoſe in the courſe of play, as in the former 


_ caſe, you find your partner to have one great ſuit, and 


that you have king, ten, and a ſmall. one of that ſuit ; 
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your partner leads the ace; in that caſe play your ten, 
and in the ſecond your king: this method is to prevent 
a poſſibility of obſiruging your partner's great ſuit.” 

V. Suppoſe your partner has ace, king, and four 
ſmall cards in his great ſuit, and that you have queen, 
ten, and a ſmall: card, in that ſuit; when he plays his 
ace, do you play your ten, and when he plays his king, 
do you play your queen; by which method of play 
you only riſk one trick to get four. 

VI. We will now ſuppoſe you to have five cards of 
your partner's itrong ſuit, vi. queen, ten, nine, eight, 
and a ſmall one; and that your partner has ace, king, and 
tour {mall ones; when your partner plays the ace, do 
you piay your eight; when he plays the king, do you 
play your nine; and in the third round, nobody having 
any of that ſuit, except your partner and you, proceed 
then to play the queen, and then the ten; and having 
a ſmall one remaining, and your partner two, you thero- | 
by gain a trick, which you could not have done but by 
playing the high cards, and by keeping a ſmall one to 
play to your partner. | 


Particular Games to be played when either of your Ha- 
verſaries turns up an honour. . 
I. SUPPOSE the knave is turned up on your right- 
hand, and that you have king, queen, and ten; in 

order to win the knave, begin to play with your king ; 
by which method of play, your partner may ſuppoſe 
you to have queen and ten remaining, eſpecially if you : 
have a ſecond lead, and that you do not proceed to your 
queen. * ILL A | 15 

II. The knave being turned up as before, and that 
you have ace, queen, and ten, by playing your queen; 
it anſwers the like purpoſe of the former rule. 
III. If the queen is turned up on your right-hand, 
and that you havelace, king, and knave, by playing your 
King it anſwers the like purpoſe of the former rule. 
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major of A's, and C being to play at _ ninth 


THE GAME OF WHIST. 17 
IV. Suppoſe an honour is turned up on your: (left 
hand, and ſuppoſe you ſhould hold no honour, in that 
caſe you are to play trumps through that honour; but 
in caſe you ſhould hold an honour, (except the ace) 
you muſt be cautious how you play trumps, becauſe in 
caſe your partner holds no honour, your adyerfary will 
play your own game upon you: hi: 


A Caſe to demonſtrate the Danger of. VINCE jour Rains 


SUPPOSE A and B partners, and that A has a quint- 
major in trumps, with a quint-major, and three ſmall 
cards of another ſuit, and that A has the lead; and let 
us ſuppoſe the adverſaries C and D to have only five 
trumps in either hand; in this caſe A having: the lead, ; 
wins every trick. | 
Suppoſe, on the contrary, C has five ſmall trumps, 
with a quint-major ad three ſmall cards of another ſuit, 
and that C has the lead, who forces & to trump firſt, 
by which means A. wins only five tricks. | . 


4 Caſe to demonſtrate the Advontoge by a 1 
A A and B partners, and that A has a 


quart-major in clubs, they being trumps, another 
quart-major in hearts, another quart-major in diamonds, 
and the ace of ſpades. And let us ſuppoſe the adver- 
{aries C and D to have the following cards; viz. C has 


* 


four trumps, eight hearts, and one fpacle; D has five 


trumps and eight diamonds; C being to lead, plays an 
heart, D trumps it; D plays a diamond; C trumps it; 
and thus purſuing the ſaw, each partner trumps a = uart- 
rick, 

plays a ſpade, which D trumps; thus C and D have wore 
the nine firſt tricks, and leave A with his en 
in trumps on}. / 

The foregoing caſe ſhews, that whenever you Kein 
the advantage of eſtabliſhing a e it is your:Mmterelt ts 
embrace it. 
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Variety of * intermixed <vith Calculations, Auen 


rating when it is proper, at ſecond quay e up 


the King, Queen, Knave, or Ten, with one ſmall Card 


of any Suit, c. 


1. QUPPOSE you have four ſmall tnumps, in the 


| three other ſuits you have one trick ſecure in each 
of them: and ſuppoſe your partner has no trump, in that 
caſe the remaining nine trumps muſt be divided between 
your adverſaries; ſuppoſe five in ene hand, and four in 
the other; as often as you have the lead, play trumps: 
and ſuppoſe you ſhould have four leads, in that caſe, 


you ſee your adverſaries make only five tricks out of 


nine trumps; whereas if you had ſuffered them to make 


their trumps ſingle, they might poſſibly have made nine 


By this example, you ſee the neceſſity there is of 
taking out two trumps for one upon moſt occaſions. 

Yet there is an exception to the foregoing rule; be- 
cauſe if you find in the courſe of play, that your adver- 


faries are very ſtrong in any particular ſuit, and that your 


partner can give you no aſſiſtance in that fuit, in ſuch a 
ou are to examine your own, and alſo your adver- 


aries ſcores; becauſe by keeping one trump in your hand 
to trump ſuch ſuit, it may be either a means to fave or 


win a game. | FP, 
II. Suppoſe you have ace, queen, and two ſmall cards 
of any ſuit; your right-hand adverſary leads that ſuit; 


in that caſe, do not put up your queen, becauſe it is an 


equal wager that your partner has a better card in that 
fait than the third hand; if ſo, you have the command 


of tnat ſuit. 1 
An exception to the foregoing rule is, in caſe you 


want the lead, then you are to put up your queen. 
III. Never chuſe to lead from king, knave, and one 


ſmall card in any ſuit, becauſe it is 2 to 1 that your 


x ee 
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partner has not the ace, and alſo 32 to 25, or about 5 


to 4, that he has ace or queen; and therefore, as you 
have only. about 5 to 4 in your favour, and as you 
have four cards in ſomy other ſuit, ſuppoſe the ten to be 
the higheſt, lead that fuit, becauſe it is an equal wager 
that your partner has a better card in that ſuit than the 
laſt player; and if the ace of the firſt-mentioned ſuit lies 
behind you, which 1s an equal wager it ſhould ſo happen, 
in caſe your partner has it not; in this caſe, on your ad- 
verſaries leading this ſuit, you probably make two tricks 
in it by this method of play, -— 8 
IV. Suppoſe in the courſe of play it appears to you 


that your partner and you have four or five trumps re- 


maining, when your adverſaries have none, and that 
u have no winning card in your hand, but that you 
ave reaſon to judge that your partner has a thirteenth 
card or ſome other winning card in his hand; in that 


caſe play a ſmall trump, to put the lead into his hand, 


in order to throw away any loſing card in your hand, 


upon ſuch thirteenth or other good card. 


Some Directions for putting up at ſecond Hand, King, 
Queen, Knave, or Ten of any Suit, Oc. | 
I. QgUP POSE you have the king, and one ſmall card, 
2 of any ſuit, and that your right-hand adverſary 
en that ſuit ; if he 1s a ad player, do not put up the 
ing, unleſs you want the lead, becauſe a good player 
ſeldom leads from a ſuit of which he has the ace, but 
keeps it in his hand (after the trumps are played out) 
to bring in his ſtrong ſuit. £ 
II. Suppoſe you have a queen, and one ſmall card, 
of any ſuit, and that your right-hand adverſary leads 
that ſuit; -do not put on your queen, becauſe, ſuppoſe 
the adverſary has led from the ace and knave, in that 
caſe, upon the return of that ſuit, your adverſary ſineſſes 


the knave, which is generally good play, eſpecially if 
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his partner has played the king, you thereby make your 
queen; but by putting on the queen, it ſhews your ad- 
verſary that you have no ſtrength in that fair, and con- 
ſequently puts him upon ſineſſing upon your partner 
throughout that whole ſuit. 5 5 

III. In the former examples you have been inform- 
ed when it is thought proper to put up the king or 


queen at ſecondt hand; you are likewiſe to obſerve, in 


caſe you ſhould have the knave or ten of any ſuit, with 
a {mall-card of the ſame ſuit, it is generally bad play to 
put up either of them at ſecond hand, becauſe it is five 
to two that the third hand has either ace, king, or queen 
of the ſuit led; it therefore follows, that as the odds 
againſt you are five to two, and though you ſhould ſuc- 
ceed ſometimes by this method of play, yet in the main 
you muſt be a loſer; becauſe it demonſtrates to your 
adverſaries that you are weak in that ſuit, and conſe- 
quently they ſineſſe upon your partner throughout that 
whole fuit. 5 . 
IV. Suppoſe you have ace, king, and three ſmall 
cards of a ſuit, your right-hand adverſary leads that 
duit ; upon which you play your ace, and your partner 
plays the knave. In caſe you are ſtrong in trumps, 
you ate to return a {mall one in that ſuit, in order to 
let your partner trump it: and this conſequence attends 
ay, Viz. you keep the command of that ſuit in 
your own. hand, and at the fame time it gives your 
partner an intimation that you are ſtrong in trumps z 
and, therefore, he. may. play his game accordingly, 
either in attempting to eſtabliſh a ſaw, or by trumping 
out to you, if he has either ſtrength in trumps, or the 
command of the other ſuits _ | 
V. Suppoſe A and B's game is ſcored. 6, the ad- 
verſaries C and D is ſcored 7, and that ꝙ cards are 
played out, of which A and B have won 7 tricks, and 
ſuppoſe no honours are reckoned in that deal; in this. 
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ad. caſę A and have won the odd trick, uchich puts their 
n. game upon an equality; and ſuppoſe A to have the 

1 had. and that A has two of the ſmalleſt trumps remain- 

ing, with two winning cards of other ſuits ; and ſuppoſe- 
C and D have the two beit trumps between them, with 
two other winning cards in their hands: Quere, How 
in are you to play this game? It is 11 to 3 that C has 

not the two trumps; and likewiſe 11 to g that D has 
them not : the odds being ſo much in A's favour to win 


m. 
7 4 


t * . - : E 
4 2 the whole ſtake, it is his intereſt to play a trump; for 
en ſuppoſe the ſtake to be Jol. depending, A wins the 


ds whole ſtake, if hie ſucceeds, by this method of play; but 
 # fhould he play the cloſe game, by forcing C or D to 


in trump firſt, he having won the odd trick already, and 
ur ö being ſure of winning two more in his own hand. By 


N 4 this method his game will be ſcored 9 to 7, which is 
about 3 to 2, and, therefore, A's ſhare of the pol, will 
amount only to 421. and, by this method, A only ſe- 
yy JF cures 71. profit ; but in the other caſe, upon ſuppoſition 
that A and E have 11 to 3 of the ſtake depending, as 


at 15 5 x 2 . . . 
* aforeſaid, by playing his trump, he is entitled to 331. 
8 Y our Of the 70l. depending. | 5 | 
80 3 The foregoing caſe being duly attended to, may be. 


"> 3 applied to the like purpoſe in other parts of the game. 


Direttions how 10 Play when an Ace, King, or Queen, 

A are turned up on your Right-hand. = 
of 1. 8 P POS the ace is turned up on your right- 

hand, and that you have the ten and nine of 
Z trumps only, with ace, king, and queen of another fait, 
= and eight cards of no value: Qere, How muit this 
J. game be played? Begin with the ace of the ſuit of 

Which you have the ace, king, and queen, which is an 
4 information to your partner that you have the command 
pl that ſuit; then play your ten of trumps, becauſe it is 
; to 2 that your partner has king, queen, or knave of 


abs 
* 
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trumps ; and though it is about 7 to 2 that your partner 
has not two honours, yet, ſhould he chance to have 
them, and they prove to be the king and knave, in that 
caſe, as your partner will paſs your ten of trumps, and 
as it is 13 to 12 againſt the Wa 


not, in that caſe, when your partner has the lead, he 
plays to your ſtrong fuit, and upon your having the 
lead, you are to play the nine of trumps, which puts it 


in your partner's power to be almoſt certain of winning 


the queen if he hes behind it. 

The foregoing caſe ſhews, that turning up of an ace 
againſt you may be made Jeſs beneficial to your adver- 
faries, provided you play by this rule, 

II. If the king or queen are turned up on your right- 
hand, the like method of play may be made uſe of; 
but you are always to diſtinguiſh the difference of your 
partner's capacity, becauſe a good player will make a 
proper uſe of ſuch play, but a bad one ſeldom, if ever. 
III. Suppoſe the adverſary on your right-hand leads 
the king of trumps, and that you ſhould have the ace 
and four ſmall trumps, with a good ſuit ; in this caſe it 


is your intereſt to paſs the king; and though he ſhould 


have king, queen, and knave of trumps, with one more, 
if he is a moderate player, he will play the ſmall one, 


imagining that his partner has the ace: when he plays 
the ſmall one, you are to paſs it, becauſe it is an equal 


wager that your partner has a better trump than the laſt 
player. if ſo, and that he happens to be a tolerable 
player, he will judge you have a good reaſon for this 


method of play, and, conſequently, if he has a third 


trump remaining, he will play it; if not, he will play 
his beſt ſuit. | . 

IV. A Critical Caſe to win an Odd Trick. 

Suppoſe A and B partners againſt C and D, and 


ſuppoſe the game to be wine all, and ſuppoſe all che 


player for holding the 
queen of trumps, upon ſuppoſition your partner has it 
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trumps are played out, A being the laſt player, has 


the ace and four other ſmall cards of a ſuit in his 
hand, and one thirteenth card remaining: B has 
only two ſmall cards of A's ſuit; C has queen and 
two other ſmall} cards of that ſuit; D has king, 
knave, and one ſmall card of the ſame fuit. A and 
B have won three tricks, C and D have won four 
tricks; it therefore follows, that A is to win four tricks 
out of the ſix cards in his hand, in order to win the 
game. C leads this ſuit, and D puts up the king; A 
gives him that trick, D returns that fuit; A paſſes it, 
and C puts up his queen: thus C and D have won fix 
tricks, and C imagining the ace of that ſuit to be in his 
partner's hand, returns it; by which means A wins the 
four laſt tricks, and conſequently the game. — 

V. Suppoſe you ſhould have the king and five ſmall 


trumps, and that your right-hand adverſary plays the 


queen; in that cafe do not put on your king, becauſe it 
13 an equal wager that your partner has the ace; and 
ſuppoſe your adverſary ſhould have queen, knave, ten, 
and one {mall trump, it is alſo an equal wager that the 
ace hes ſingle, either in your adverſary's hand or part- 


ner's; in either of which caſes it is bad play to put on 
your king; but if the queen of trumps is led, and that 


you ſhould happen to have the king, with two or three 
trumps, it is the beſt play to put on the king, becauſe it 
is good play to lead from the queen and one ſmall trump 
only ; and in that caſe ſhould your partner have the 
knave of trumps, and your left-hand adverſary hold the 
ace, your neglecting to put on the king is the loſs of a 
trick. | 


The Ten or Nine being turned up on your Right-hand. 
I. QUPPOSE the ten is turned up on your right. 


hand, and that you ſhould have king, knaye: 
nine, and two ſmall trumps, with eight other cards of 


1 
— — — — —— —— —— - 2 
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no value, 'and that it is proper for you to lead trumps ; 
in that caſe, begin with the knave, in order to prevent 


the ten from making a trick; and though it is but about 


five to four that your partner holds an honour, yet if 
that ſhould fail, by ſineſſing your nine on the return of 
trumps from your R you Nav wo tens in your 
power. | d 4 

II. The nine beit named up, on ao right-hand; 
and that you ſhould have knave, ten, eight, and two 
ſmall trumps, by leading the knave it anſwers the like 
purpote of the former caſdG. 

III. Vou are to make; a wide difference between a 
lod of choice, and a forced lead of your partner's; be- 
cauſe, in the firſt caſe, he is ſuppo ed to lead om his 
beſt ſuit, and ſinding Nou deſicient in that ſuit, and not 
being ſtrong enough i in trumps,, and not daring to force 
you, he then pj ays his next beſt ſuit; by which altera- 
tion gf play, it is next to a demonſtration that he is 
weak ip tr umps : but ſhould he perſevere, by playing off 
his firſt lead, it he, is a good player, you are to judge 
him ſtrong. in trumps, and it is a direction for you to 


play your game accordingly. 


IV. There is noting more pernicious, at, the game 
of whiit, than to change fuits often, becauſe in every 
new ſuit you run, tije riſk of giving your adverſary the 
tenace; and, therefore, though you lead from a fi it of 


which you have the queen, ten, and three ſmall ones, 


and your partner Puts up the nine only, in that caſe, if 
you fhould happen to be weak in trumps, and that you 
have no tolerable ſuit to lead from, it is your belt play 


to purſue the lead OH that ſuit by playi ing your queen, 


which leaves it in your partner's option whether he will 
tramp. it or not, in caſe he has no more of that ſuit ; ; 
but in your ſecond bad, in caſe you ſhould happen to 
have. the queen or hnave of any other ſuit, with one 
card only of the lame ſuit, it would be better play. ta 
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lead from your queen or knave of either of theſe ſuits, 
it being 5 to 2 that your partner has one honour at leaſt 


in either of thoſe ſuits. 


* 


V. If you have ace, king, and one ſmall card of any 
ſuit, with four trumps; if your right-hand adverſary 
leads that ſuit, paſs it, becauſe it is an equal wager that 
your partner has a better card in that ſuit than the third 
hand; if fo, you gain a trick by it; if otherwiſe, as you 
have four trumps, you need not fear. to loſe by it, be- 


cauſe when trumps are played, you may be ſuppoſed to 
have the long trump. 


A Caution not to part with the Command of your Ad- 
verſary's great Suit, Fc. 


I, JN caſe you are weak in trumps, and that it does 

not appear that your partner is very ſtrong in 
them, be very cautious how you part with the com- 
mand of your adverſary's great ſuit ; for ſuppoſe your 
adverſary plays a ſuit of which you have the king, 
queen, and one {mall card only, the adverſary leads the 
ace, and upon playing the fame ſuit, you play your 
queen, which makes it almoſt certain to your partner 
that you have the king; and ſuppoſe your partner re- 
fuſes to that ſuit, do not play the king, becauſe if the 


leader of that ſuit, or his partner, have the long trump, 


you riſk the loſing of three tricks to get one. 1 
II. Suppoſe your partner has ten cards remaining in 
his hand, and that it appears to you that they conſiſt of 
trumps and one ſuit only; and ſuppoſe you ſhould have 
king, ten, and one {mall card of his ſtrong ſuit, with 
queen and two ſmall trumps; in this caſe, you are to 
jadge he has five cards of each ſuit, and therefore you 
ought to play out the king of his ſtrong ſuit; and if you 
win that trick, your next play is to throw out the queen 
of trumps ; if that hkewiſe comes home, proceed to play 
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trumps : this method of play may be made uſe of at any 
ſcore of the game, except at 4 and g. 
III. The Trump turned up to be remembered. 

It is fo neceſſary that the trump turned up ſhould be 
known and remembered, both by the dealer and his 
partner, that we think it proper to obſerve, that the 
dealer ſhould always fo place that card, as to be certain 
of having recourſe to it; for ſuppoſe it to be only a 5, 
and that the dealer has two more, v2. the 6 and , if 
his partner trumps out with ace and king, he ought to 
play his 6 and g; becauſe let us ſuppoſe your partner to 
have ace, king and four ſmall trumps ; in this caſe, by 
your partner's knowing you have the 5 remaining, you 
may win many tricks. : 

IV. Your right hand adverſary leads a ſuit of which 
you have the ten and two ſinall ones; the third hand puts 
up the knave, your partner wins 1t with the king; when 
your adverſary leads that ſuit again, and plays a ſmall 
one, do you put on your ten, becauſe 1t may fave your 
partner's ace, upon ſuppoſition that your right-hand ad- 
verſary led from the queen: you will ſeldom fail of 
ſuccels by this method of play. 8 
V. Suppoſe you have the beſt trump, and that the 
adverſary A has one trump only remaining, and that it 
appears to you that your adverſary B has a great ſuit; 
in chis caſe, though you permit A to make his trump, 
yet by keeping the trump in your hand, you prevent the 
adverſary B from making his great ſuit ; whereas, if 
you had taken out A's trump, it had made only one 

trick difference; but by this method you probably ſave 
three or four tricks. | . 
VI. The following Caſe happens frequenily. f 
That you have two trumps remaining when your 


adverſaries have only one, and it appears to you that 


your partner has one great ſuit; in this caſe always play 
a trump, though you have the worſt, becauſe by remov- | 


* 


lat 
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ing the trump out of your adverfary s hand, there can od 
be no obſtruction to your partner's great ſuit. | 
VII. Suppoſe you ſhould have three trumps when 
no one elſe has any, and that you ſhould have only; four 
cards of any certain ſuit remaining; in this caſe play a 
trump, which ſhews your partner that you have all the. 
trumps, and alſo gives you a fair chance for one of your 
adverſaries to throw away one card of the aforeſaid ſuit z 
by which means, ſuppoſing that ſuit te have been once 


led, and one thrown away, makes five, and four remain- 


ing in your hand makes nine, there being only four re- 
maining between three hands, and your partner having 
an equal chance to hold a better card in that ſuit than 
the laſt player, it therefore follows that your have an 
equal chance to make three tricks in that ſuit, which 
probably could not have been done but by this method 
of play. 

V1ll. Suppoſe you have five rem and {x ſmall 
cards of any ſuit, and you are to lead; the beſt play is 
to lead from the ſuit of which you have ſix, becauſe, as 
you are deficient in two ſuits, your adverſaries will pro- 
bably trump out, which is playing your own game for 
you; whereas, had you begun with plaving trumps, 


they would force you, and conſequently dettroy your 
game. 


The Manner of playing Sequences ſurther explained. 

I, I trumps you are to play the higheſt of your ſe- 
quences, unleſs you ſhould have ace, king, and 
queen; in that caſe play the lowelt, in order to let your 
partner into the ſtate of your game. 

II. In ſuits which are not trumps, if you have a * 
quence of king, queen, and knave, and two ſmall ones; 
whether you are ſtrong in trumps or not, it is the belt 
play to begin with the knave, becauſe by getting the 
ace out of any hand, you make room for the whole 


ſuit. 
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— III. And in caſe you are ſtrong in trumps, ſuppoſ- 


— 


ing you ſhould have ſequence of quzen, knave, ten, and 
two ſmall cards of any ſuit; in that caſe you ought to 
play the higheſt of your ſequence, becauſe, if either of 
the adverſaries ſhould trump that ſuit in the ſecond 
round, by being ſtrong in trumps, you fetch out their 
ag hy and conſequently make the remainder of that 
ut. | | Ge l 
The like method may be taken, if you ſhould happen 
to have a ſequence by knave, ten, nine, and two ſmall 
cards of any ſuit. | ap 

IV. If you have a ſequence of a king, queen, knave, 
and one {mall card of any ſuit, whether you are ſtrong 
in trumps or otherwiſe, play your king, and do the 
like by any inferior ſequences, if you have only four in 
number. | 

V. But if you ſhould happen to be weak in trumps 
you mult always begin with the loweſt of the ſequence 
in caſe you ſhould have five m number; for, ſuppoſe 
your partner to have the ace of that ſuit, he then makes 


* 


it; and whete hes the difference, whether you or your 


artner win a trick? for if you had the ace and four 


{mall cards of any ſuit, and are weak in trumps, and led 


from that ſuit, if you play well, you ought to play the 
ace; and if you are very ſtrong m trumps,; you may play 
your game as backward as you pleaſe; but if you are 
weak in trumps, you muft play the reverſe. 
VI. Let us explain what is meant by being ſtrong 
or weak in trumps. | =o 
If you have ace, king, and three ſmall trumps. 
King, queen, and three ſmall trumps. 
Queen, knave, and three ſmall trumps, 
Queen, ten, and three ſmall trumps. 
Knave, ten, and three ſmall trumps, 
Queen, and four ſmall trumps. 
Knave, and four ſmall trumps. 
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In any of the aforeſaid caſes, you may be undlerſtood 
to be very ſtrong in trumps, and therefore you may play 
by the foregoing rules, being morally aſſured of having 
the command in trumps. 85 7 

If you have two or three ſmall trumps only, we un- 
derſtand you to be weak in them. 

VII. What ſtrength in trumps entitles you to force 
your partner at any point of the game? 
Ace, and three {mall trumps. 

King, and three ſmall trumps. 

Queen, and three ſmall trumps. 

Knave, and three imall trumps. Ts 

VIII. if, by accident, either you or the adverſaries 
have forced your partner (though you are weak in 
trumps), if he has had the lead, and does not chuſe to 
trump out, force him on as often as the lead comes into 
your hand, unleſs you have good ſuits of your own to 
ay. | 
IX. If you ſhould happen to have only two or three 
{mall trumps, and chat your right-hand adveriary leads 
a fait of which you have none, trump it, which is an 
information to your partner that you are weak in 

trumps. 8 1 
X. Suppoſe you have ace, knave, and one ſmall 
_ tramp, and that your partner trumps to you, ſuppoſe 
from the king and three {mall trumps, Quere, whether it 
15 the beſt play to put on the ace or knave? and ſuppoſe 
your right-hand adverfary has three trumps, and that 
your left-hand adverſary has the like number; in this 
caſe, by fineſſing of your knave, and playing your ace, 
if the queen is on your right-hand, you win a trick by it; 
but if queen is on your left-hand, and you ſhould play 
the ace, and then return the knave, admitting your lett- 
hand adverſary put on the queen, which he ought to do, 
it is above 2 to 1 that one of the adverſaries has the 
ten, and conſequently you gain no tricks by play ing 


thus. 


n 
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. It your partner has led from the ace of trumps, 


and ſuppoſe you ſhould have king, xnave, and one ſmall 


7 trump, by putting on your knave and returning the 
| king, it anſwers exactly the like purpoſe of the former 
rule. | 


In other ſuits you may practiſe the like method. 
XII. If you are ſtropg in trumps, and that you have 
king, queen, and two or three ſmall cards in any other 
ſuit, you may lead a ſmall one, it being 5 ta hat your 
partner has an honour in that ſuit, but if you are weak 
in trumps, you ought to begin with the king. | 
XIII. If your right-hand adverſary leads a ſuit of 
which you have king, queen, and two or three ſmall 
cards of the fame ſuit, you being ſtrong in trumps, may 
paſs it, becauſe it is an equal wager that your partner 
has a better card in that ſuit than the third hand; if not, 
by your ſtrength of trumps, you need not fear making 
that ſuit. | | | 
XIV. If your right hand adverſary leads a ſuit of 
which you have king, queen, and one ſmall card, 
whether in trumps or not, put on the queen: alſo if you 
have queen, knave, and one ſmall card, put on the 
| knave: and if you have knave, ten, and one ſmall card, 
4 put on the ten: by putting up the ſecond beſt, as afore- 
i faid, your partner has an expectation of your having a 
. better card or cards in the fame ſuit: and by recourſe to 
. the calculations annexed to this treatiſe, he may be 
able to judge wh:t are the odds for and againſt him. 
XV. If you ſhould have ace, king, and two ſmall 
cards in any ſuit, being ſtrong in trumps ; if your right- 
hand adverſary leads that ſuit, you may paſs it, becauſe 
it is an equal wager that your partner has a better card 
th in that ſuit than the third hand; if ſo, you gain a trick 
jb! by it, If otherwiſe you need not fear to make your ace 
| and king by your ſtrength in trumps. 


„ 
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XVI. If you ſhould have the ace, nine, eight and 
one ſmall trump, and that your partner leads the ten; 
in that caſe paſs it, becauſe, unleſs the three honours he 


behind you, you are ſure of making two tricks; do the 


like, if you ſhould have the king, nine, eight, and one 
ſmall trump; or the queen, nine, eight, and one ſmall 


trump. 


XVIL. In * to deceive your adverſaries, if your 
right-hand uy leads from a ſuit of which you 
have ace, king, and quzeen, or ace, king, and knave, 
put on the ace: "ntl that encourages the adverſaries 
to play that ſuit again: and though vou deceive your 
partner by this method of play, you aiſo deceive your 
adverſaries, which is of greater conſequence in this caſe ; 
becauſe if you had put on the loweſt of the tierce-major, 


or the knave 1 in he other ſuit, your right- hand adverſary 


had made a dilcovery that the ſtrengt th of that ſuit 
was againſt him, and would have changed 
ſuits. | | 

XVIII. Suppoſe ou have ace, ten, and one {mall 
card, in any ſuit; as the ace, nine, and one ſmall card 
of any ſuit, Duere, which of theſe ſuits ought you to 


the ace, nine, ind one ſmall card for this reaſon, it 


being an equal vager that your partner has a better card 


in that ſuit than the laſt are if not, let us then ſup- 
poſe that your right-hand adverſary leads from the king 
or queen of the ſuit of which you have the ace, ten and 
one ſmall card; in that caſe it is an equal wager that 
your partner has a better card in that ſuit than the third 
band; if that happens to be the cafe, upon the return of 
the ſuit, you lie tenace, and conſequently ſtand a fair 
chance for threg tricks in that ſuit, 

XIX. A Caſe to demonſtrate the Tenace. 

Let us ſuppoſe A and B to play at two-handed whiſt, 


and let us ſuppoſe A to have the ace, queen, ten, eight, 


lead from? Anſwer, from the ſuit of which you have 


— 
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fix, and four of clubs, which, in caſe B always leads, 
are ſix ſure tricks. Let us ſuppoſe he has the ſame 
hand in ſpades, which, in cafe B always leads, are fix 
more fure tricks. We ſuppoſe B hes the remainder of 
theſe two ſuits. e 
Let us ſuppoſe B to have the ſame hand in hearts 
and diamonds as A has in fpades and clubs, and that 
A has the remainder of the hearts and diamonds, which, 
in caſe A always leads, are twelve ſure tricks alſo to B. 
The foregoing caſe ſhews that both hands are exactly 
equal; and therefore let one of them name his trumps, 
and lead, he wins thirteen tricks only. 
But if one names the trumps, and the other leads, 
be that names the trumps ought to win fourteen tricks. 
Thoſe who would attain to the playing of whilſt to 
perfection, muſt not be content only with being a maſter 
of the calcula ions contained in this treatiſe, and alſo an 
exact judge of all the general and particular caſes in the 
{ame; but be a very punctual obſerver of ſuch cards as 
2re thrown away, both by his partner and adverſaries, 
and at what time: whoever attends cloſely to theſe par- 


ticulars is the moſt likely to attain his end. 


Additional Caſes, 
HEN it appears to you that the adverſaries have 
three or four trumps remaining, and that neither 
you nor your partner have any, never attempt to force 
one hand to tiump, and to let the other throw away & 
loſing card, but rather endeavour to find out a ſuit in 
your partner's hand in caſe you have no ſuit in your 
own; by which means you prevent them from making 

their trumps ſeparate. ET 
II. Suppoſe A and B are partners againſt C and D, 
and ſuppoſe nine cards are er. out; and alſo ſup- 
poſe eight trumps are played out; and further ſuppoſe 
A to have one trump only, and ſuppoſe his partner B to 
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have the ace and queen of trumps, and ſuppoſe the ad- 


verſaries C and D to have the king and knave of 


trumps between them. A leads his ſmall trump, C plays 
the knave of trumps. Quere, Whether Bis to play his ace 
or queen of trumps upon the knave ? becauſe D having 


four cards in his hand remaining, and C only three, 


conſequently it is four to three in B's favour, tha the 
king is in D's hand: if we reduce the number of four 


cards in a hand to three, the odds then 1s 3 to 2; and if 


we reduce the number of three cards in a hand to two, 
the odds then is 2 to 1 in favour of B's winning of a 
trick, by putting on his ace of trumps. By the like 


rule you may play all the other ſuits. 


III. Let us ſuppoſe you have the thirteenth trump, 
and alſo the thirteenth card of any ſuit in your hand, 
and one loſing card; and let us ſuppoſe you have only 
three cards remaining. Quere, Which of theſe cards 
are you to play? Anſwer, You are to play the loſing 
card, becauſe if you play the thirteenth card firſt, the 
adverſaries knowing you to have one trump remaining, 
will not paſs your loſing card, and therefore you play 
2 to 1 againſt yourſelf. 

IV. Let us ſuppoſe that you have the ace, king, and 
three ſmall cards, in any ſuit which has never been play- 
ed; and let us ſuppoſe that it appears to you that your 


partner has the laſt trump remaining, Quere, How are 


you to play theſe cards to your greateſt advantage? An- 


fewer, You are to lead a ſmall card in thatſuit, becauſe, 


it is an equal wager that your partner has a better card 
in that ſuit than the laſt player; if ſo, and that there 
are only three cards in that ſuit in any one hand, it fol- 
lows that you win five tricks in that ſuit; whereas, if you 
play the ace and king in that ſuit, it is 2 to I that your 
partner does not hold the queen, and conſequently by 
playing the ace and king, it is 2 to 1 that you win only 
two tricks in that ſuit. This method may be taken in 
caſe all the trumps are Pe out, provided you haye 
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ood cards in other ſuits to bring in this ſuit, and you 


may obſerve that, you reduce the odds of 2 to 1 againſt 


you to an equal chance by this method of play, and 


probably gain three tricks by it. 


V. If you chuſe to have trumps played by the ad- 
verſaries, and that your partner has led a ſuit to you of 
which you have the ace, knave, ten, nine, and eight, or 
the king, knave, ten, nine, and eight, you are to play 
the eight of either ſuit; which probably leads the ad- 
verſary, if he wins that card, to play trumps. 

VI. Suppoſe you ſhould have a quart-major in any 
ſuit, with one or two more of the ſame ſuit, and that 
it is neceſſary to let your partner know that you have 
the command of that {uit ; in that caſe throw away the 
ace of that ſuit upon any ſuit of which you have none 
in your hand, to clear up his doubts, becauſe the odds 
is in your favour that neither of the adverſaries have 
more than three in that ſuit ; the like method may be 
taken if you have a quart to a king; the ace being 
played out, you may throw away the king ; alfo, if you 
ſhould have a quart to a queen, the ace and king being 
played out, you may throw away your queen; all which 
lets your partner into the ſtate of your game; and you 
may play by the likerule in all interior ſequences, having 
the beſt of them in your hand. | 

VII. There is ſcarcely any thing more commonly 
practiſed amongſt moderate players, in caſe the king is 
turned up on the left hand, and thaf they have the 
queen and one fmall trump only, to play out their 
queen, in hopes their partner may win the king if it is 
put on; not conſidering that it is about 2 to I that their 
partner has not the ace, and admitting he has the ace, 
they do not conſider that they play two honours againſt 
one, and conſequently weaken their game. The ne- 
ceſſity only of playing trumps ſhould oblige them to 
play thus. | | 


* 
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VIII. 4 Cafe which frequently happens. 

A and B are partners againſt C and D, and all the 
trumps are played out except one, which Cor D has; 
A has three or four winning cards in his hand of a ſuit 
already played, with an ace and one ſmall card of ano- 
ther ſuit: Quere, whether it is A's beſt play to throw 
away one of his winning cards, or the ſmall card to his 
ace-luit? Anſwer, It is his beſt play to throw away one 

ok his winning cards; becauſe, if his right-hand adverſa- 
ry plays to his ace-ſuit, he has it in his power to pals it, 
and conſequently his partner B has an equal chance ts 
have better card in that ſuit than the third hand; if ſo, 
and he has any forcing card, or one of his partner's ſuit 
to play to, in order to force out the laſt trump, his ace 
remaining in his hand, brings in his winning cards; 
whereas, if A had thrown away the ſmall card to his 
ace-ſuit, and that his right-hand adverſary had led that 
ſuit, he had been obliged to put on his ace, and conſe- 
quently had loſt ſome tricks by this method of play. 

IX. Suppoſe ren cards have been played out, and 
ſuppoſe it appears very probable that your left- hand ad- 
verſary has three trumps remaining, viz. the beſt and 
two {mall ones; and ſuppoſe you have two trumps only, 
and that your partner has no trump ; and ſuppoſe your 
right-hand adverſary plays a thirteenth or ſome other 
winning card, in that caſe paſs it, by which means you 
gain a trick, becauſe the left-hand adverſary mult trump, 
it, 

EX. In order to let your partner into the ſtate of your 
game, let us ſuppoſe you to have a quart-major in trumps, . 
(or any other four beſt trumps) if you are obliged to 
trump a card, win it with the ace of trumps, and then 
play the knave, or win it with the higheſt of any four 
beſt trumps, and then play the loweſt, which clears up: 
your game to your partner: and by ſuch a diſcovery, it 
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* 

Ji may be the means of winning many tricks: you may 
At practiſe the like rule in all other ſuits. | 

ef XI. If your partner calls at the point of eight before 
a his time, you are to trump to him, whether you are 
2, ſtrong in trumps or ſuits, or not; becauſe, as he calls 
before he is obliged to do ſo, it is a declaration of his 
ih being ſtrong in trumps. | 


XII. Suppoſe your right-hand adverſary turns up the 
queen of clubs; and ſuppoſe, when he has the lead, he 
plays the knave of clubs; and ſuppoſe you have the ace, 
ten, and one club more, or the king, ten, and one 
{mall card; Quere, when he leads his knave, whether 
you are to win it or not? Anſwer, you aro not to win 
fl it, becaule it is an equal wager, when he leads his knave 

| of clubs, you not having the king, that your partner has 
it; alſo it is an equal wager, when he leads his knave 
of clubs, you not having the ace, that your partner 
has it, and conſequently you gain a trick by paſling 
it; which cannot be done, if you either put on your 
king or ace of clubs. | 
XIII. A Caſe for a Slam. Let us ſuppoſe A and 
B partners againſt C and D; and let us ſuppoſe C to 
deal; and let us ſuppoſe A to have the king, knave, 
nine, and ſeven of clubs, they being trumps; a quart- 
major in diamonds, a tierce-major in hearts, and the 
ace and king of ſpades. 

Loet us ſuppoſe B to have nine diamonds, two ſpades, 

and two hearts. . : 
Alſo, let us ſuppoſe D to have the ace, queen, ten, 

and eight of trumps, with nine ſpades. 

And let C have five trumps and eight hearts. 

A is to lead a trump, which D is to win, and D is to 

lay a ſpade, which his partner C is to trump: C is to 
| lead a trump, which his partner D is to win; when D 
zs to lead a ſpade, which C is to trump; and C is to 
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play a trump which D is to win; and D having the beſt 
trump, is to play it; which done, D having ſeven ſpades 
in his hand, wins them, and conſequently ſlams A 
and B. 5 

XIV. If your partner leads the king of a ſuit, and 
that you have none of that ſuit, paſs it, by throwing 
away a loſing card, (unleſs your right-hand adverſary 
has put on the ace) becauſe, by ſo doing, you make 
room for his ſuit. 

XV. Suppoſe your partner leads the queen of a ſuit, 
and your right-hand adverſary wins it with the ace, and 
returns that ſuit; in caſe you have none of it, do not 
trump it, but throw away a loſing card, which makes 


room for your partner's ſuit. An exception to this 


manner of play 1s, if you play for an odd trick, and 
that you are very weak in trumps, you may trump it. 
XVI. Suppoſe you have the ace, king, and one 
ſmall card of a ſuit, and that your left-hand adverſary 
leads that ſuit, and ſuppoſe you ſhould have four ſmall 
trumps, and no ſuit of conſequence to lead from; and 
ſuppoſe your right-hand adverſary ſhould put up the 
nine, or any lower card; in this caſe win it with the 
ace, and return the lead upon the adverſary by playing 


the ſmall card of that ſuit; who will have reaſon to 


judge that the king hes behind him, and conſequently 
will not put up his queen if he has it; and therefore you 
have a fair probability of winning a trick by this method 
of play, at the ſame time letting your partner into the 
{late of your game. 

XVII. If your partner forces you to trump a card 
early in the deal, you are to ſuppoſe him ſtrong in 
trumps, except at the points of 4 or 9; and, therefore, 
it you are ſtrong in trumps, you may play them. 

XVIII. Suppoſe you call at the point of 8, and 


your partner has no honour ; and ſuppoſe you ſhould 
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have the king, queen, and ten ; the king, knave, and 
ten; or the queen, knave, and ten of trumps; when 
trumps are played, always put on the ten, which de- 
monſtrates to your partner that you have two honours. 
remaining, and fo he plays his game accordingly. 
XIX. Suppoſe your right-hand adverſary calls at the 
point of 8, and his partner has no honour ; and ſuppoſe 
you ſhould have the king, nine, and one ſmall trump, 
or the queen, nine, and two ſmall trumps ; when trumps. 
are played by your partner, put on the nine, becauſe it is 
about 2 to I that the ten is not behind you, and ſo-you. 
play your nine to an advantage. 
XX. It you ſhould happen to lead a ſuit of which 
you have the ace, king, and two or three more, when 
you play the ace, if your partner plays the ten or knave, 
and ſuppoſe you ſhould have one ſingle card in your 
hand in any other ſuit, and two or three ſmall trumps 
only; in this cafe lead the ſingle card, in order to eſta- 
bliſh a ſaw ; and this conſequence attends ſuch play, 
VIZ. upon leading that ſuit it gives your partner an equal 
chance of having a better card in it than the laſt player; 
whereas, had he Jed that ſuit to you, which is probable 
had been his ſtrong ſuit, the adverſaries would have 
made the diſcovery of your attempting to eſtabliſh a- 
ſaw, they would trump out, and ſo prevent your making 
our {mall trumps : by this method of play, your part- 
ner will eaſily judge the reaſon for your changing of 
ſuits, and ſo play his game accordingly. _ 
X XI. Suppole you have the ace and deuce of trumps, 
and ſtrong in the three other ſuns ; if you are to lead, 
play your ace, and next your deuce of trumps, in order 
to put the lead into your partner's hand, to take out 2. 
trumps for one; and ſuppoſe the laſt player wins that 
trick, and that he leads a ſuit of which you have the 
ace, king, and 2 or 3 more, pals it, on it 18 an equal 
wager that your partner has a better card in that uit 
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than the third hand; if fo, he will then have an oppor- 


tunity of taking out two trumps to one; when the lead 
oo comes into your hand, you are to endeavour to force 
5 out one of the two trumps remaining, upon ſuppoſition 
11 trumps are played out, and the odds is {till in your 
1 favour that your partner has 1 of the 2 trumps remain- 
* ing. _ 
„ XXII. Suppoſe 10 cards are played out, and that 
as ou have the king, ten, and one {mall card of any ſuit, 
oy which has never been led; and ſuppoſe you have won 
u. 6 tricks, and ſuppoſe your partner leads from that ſuit, 
and that there is neither a trump or thirteenth card in 
h any hand; in this caſe, unleſs your right-hand adverſary 
* puts on ſo high a card as obliges you to play your king, 
'y do not put it on, becauſe upon the return of that ſuit 
r you make your king, and conſequently the odd trick, 
* which makes 2 difference; if there happens to be only 
3 g cards played out, in the like circumſtance, you are to 
” WW play by the like rule. This method is always to be 
| | taken, unleſs the gaining of 2 tricks gives you a chance 


; either to ſave your lurch or to win or ſave the game. 
E XXIII. Suppoſe A and B partners againſt C and 
0 D, and let us ſuppoſe B has the two laſt trumps, alſo 
— the queen, knave, and nine of another ſuit; and let us 
4 ſuppoſe A has neither the ace, king, or ten of that ſuit, 


— and A is to lead that fait: Qre, What card is B to 
f play, to give him the faireſt probability of winning a 
= 0 trick in that ſuit? Anſwer, B is to play the nine of 
s: | that ſuit, becauſe it is only five to four againſt him that 


his left-hand adverſary holds the ten; and if he plays 
either the queen or knave, it is about three to one the 
ace or king is in his left-hand adverſary's hands, and 
conſequently he reduces the odds of three to one againſt | 
him, to five to four only. 8 | 
XXIV. Let us vary the foregoing caſe, and put the 


king, knave, and nine of a ſuit into B's hand, upon ſup- 
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40 
pores that A has neither ace, queen, or ten ; when A 

eads that ſuit, it is exactly equal whether B plays his 
king, knave, or nine, | | 

XXV. Suppoſe you have ace, king, and three or 
four ſmall cards of a ſuit not played, and that it appears 
to you that your partner has the laſt trump; in this caſe, 
if you are to lead, play a ſmall card in that ſuit, it being 
an equal wager that your partner has a better card in 
that ſuit than the laſt player; if ſo, the probability is in 
your favour that you make 5 or 6 tricks in that ſuit; 
but if you ſhould play out ace and king of that ſuit, it is 
2 to I that your partner has not the queen, and conſe- 
quently it is 2 to I that you make only two tricks in 
that ſuit ; by which method of play, you riſk the loſing 
of 3 or 4 tricks in that deal to gain one only. 

XXVI. If your partner leads a ſuit of which he has 
the ace, queen, knave, and many more, and leads his 
ace, and then plays his queen; in caſe you have the 
king and two ſmall cards in that ſuit, win his queen 
with the king; and ſuppoſe you are ſtrong in trumps, by 
clearing the board of trumps, and having a ſmall card 
of your partner's great ſuit, you do not obitruct his ſuit, 
and conſequently win many tricks by this method of 


play. 
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. How to Play for an odd Trick. 
QUPPOSE you are elder hand, and that you have 
the ace, king, and three ſmall trumps, with four 
ſmall cards of another ſuit, three ſmall cards of the third 
| ſuit, and one ſmall card of the fourth ſuit : Quere, How 
are you to play? Anſeber, You are to lead the ſingle 
card, which, if it is won by the laſt player, it puts him 
upon playing trumps, or to play to your weak ſuit ; in 
which caſe your partner and you gain the tenace. 
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The like Caſe for an odd Trick, and that your Partner is 


| to lead, | 
Let us ſuppoſe he plays the ace of the ſuit, of which 
you have only one, and proceeds to play the king of 
the ſame ſuit, and that your right-hand adverſary trumps 


it with the queen, knave, or ten; do not overtrump 


him, but throw away a ſmall card of your weakeit 
ſuit ; the conſequence of which is obvious, becauſe it 


leaves your partner the laſt player, and ſo gives him the 
8 tenace in your weak ſuits, | 


. ſe, upon Suppoſition you want four or five 


Points, and that you are Elder Hund. 
In that caſe play a ſmall trump, and if your partner 


has a better trump than the laſt player, and returns the 


lead, put on the king of trumps, and then proceed to 
play the ſuit of which you have four in number. 

Theſe examples being duly attended to, on all parts 
of the game, mult be of great conſequence to the player; 
becauſe when he has no good ſuit to play, his partner 
being the laſt player gains the tenace in his weak ſuits. 

II. A and B are partners againſt C and D, 12 trumps 
are played out, and 7 cards only remain in each hand, 
of which A has the laſt trump, and alfo the ace, king, 
and 4 ſinall cards of a ſuit. | 

Quere. Whether A ſhould play the ace and king of 
that ſuit, or a ſmall one ? 8 1 

Anſ. A ought to play a ſmall card of that ſuit, be- 
cauſe it is an equal wager that his partner has a better 
card in that ſuit than the laſt player; and in this caſe, 
if 4 cards of that ſuit ſhould happen to be in either of 


the adverſaries hands, by this method of play, he will 


be able to make five tricks in that ſuit; which, if he 
played off his ace and king, he had made only 2 tricks 


in that ſuit. If neither of the adverfaries have more 


than 3 cards in that ſuit, he has an equal wager to win 
6 tricks in it. 


7 
% 
1 
*. 

+ - 


* 

ey 

| 

1 
j 

Li 

Lp 

+ £4 
- 14 

* 11 


= 2%" > 


—— — — 


IX 


1 -* . n I 1 2 = 
— 99 — mm * » — 1 118 8 — nw — a by _— » ** 0 
— +" — — — — — 3 R 2 — 9 3 — * 
— a—U—U— — — ↄ 24 „471 „ 5 * — — 1 — — — 4 2 — UU—— . . — — —— — 
. ” 


and that the reſt of the players have their right number 
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III. Suppoſe A and B are partners againſt C and D, 


and that eight trumps are plaved out, and that A has 1 
four of thoſe trumps remaining, C having the beſt trump, 


and co lead: 
Quere. Whether C ought to play his trump or not? 


Anſ. C ought not to play his trump to take out 1 of "2 
A 4 becauſe, as he leaves 3 trumps in A's hands, 


in caſe As partner has any great ſuit to make, by C's 


keeping auc trump in his hands, he can prevent him from 


making that ſuit by trumping it. 
IV. 4 Caſe of Curioſity. 
Suppoſe 3 hands of cards, containing 3 cards in each 


hand: let A name the trumps, and let B chuſe which F 
hand he pleaſes, A having his choice of either of the 


other 2 hands, wins 2 tricks, 
Clubs are to be trumps. 


F irſt hand, ace, king, and 6 of hearts, 


Second hand, queen, and 10 of hearts, and 100f | : 


trumps. 
Third hand, 9 of hearts, and 2 and 3 of erumps 
The firſt hand wins of the ſecoad. 
The ſecond wins of the third. 
And the third wins of che firſt. 


THE LAWS OF WHIST. 
Of Dealing. 


I. JF a _ is turned up in dealing, it is in the option 

of the adverſe party, to call a new deal; but if 

either of them have been the cauſe of turning up ſuch 

card, in that caſe the dealer has his option. 

II. If a card is faced in the deal, they muſt deal 
again, unleſs it is the laſt card. 


III. Every perſon ought to fee that be has 1 3 cards 


dealt ; therefore, if any one {ſhould happen to have only 
12, and does not find it out till ſeveral tricks are played 
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the deal ſtands good; and alſo the perſon who plays 


has with 12 cards, is to be puniſhed for each revoke, in caſe 
mp, Ihe has made any; but if any of the reſt of the players 
{ould happen to have 14 cards, in that caſe the deal 
bt? is loſt. | | NE 
| of IV. The dealer ought to leave in view upon the table 
ids, his trump card, till it is his turn to play; and after he 
C's has mixed it with his other cards, nobody is entitled to 


demand what card is turned up, but may afk what is 
trumps. This conſequence attends ſuch a law that the 
dealer cannot name a wrong card, which otherwiſe he 
might have done, 

V. None of the players ought to take up or look at 
their cards, while any perſon is dealing; and if the dealer 
ſhould happen to miſs deal, in that caſe he ſhail deal 
again, unleſs it ariſes from his partner's fault ; and if a 
card is turned up in dealing, no new deal ſhall be called, 
unleſs the partner has been the cauſe of it. 

VI. A deals, and inſtead of turning up the trump, he 
puts the trump card upon the reſt of his cards, with the 
face downward; he is to loſe his deal. 

/ Playing out of Turn. 

VII. If any perſon plays out of his turn, the card ſo 
played, may be called ac any time in that deal, provided it 
does not cauſe a revoke; or either of the adverſaries may 
require of the perſon who ought to have led, the ſuit 
the ſaid adverſary may chuſe. 2 | 

VIII. A and B are partners againſt C and D; A 
plays the ten of a ſuit, the adverſary C plays the knave 
of the ſame ſuit, B plays a ſmall card of the ſame ſuit; 
but before D plays, his partner C leads another card; 
the penalty ſhall be in the option of A, or B, to oblige 


of | 


ion 
t if 
ich 


rds D to win the trick if he can. N 

ly IX. A and B are partners againſt C and D; A leads 
ed Ja club, his partner B plays before the adverſary C; in 
er' this caſe D has a right to play before his partner C, 


becauſe B played out of his turn, 
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X. If the ace, or any other card of a ſuit is led, andi 
it ſhould fo happen that the laſt player plays out of his . 
turn, whether his partner has any of the ſuit led or not, 
provided you do not make him revoke, he is neither 
entitled to trump it, nor to win the trick. 1 

Of Revoking. ; 

XI. If a revoke happens to 3 made, the adverſaries 
may add 3 to their ſcores, or take 3 tricks from the re.] 
voking party, or to take down 3 from their ſcore; and} 
the revoking party, provided they are up, notwithſtand- 
ing the penalty, muſt remain at nine: the revoke takes 
place of any other ſcore of the game. 

XII. If any perſon revokes, and before the cards are 
turned diſcovers it, the adverſe party may call the High. 
eſt or loweſt card of the ſuit led, or have their option 
to call the card then played, at any time when it does 
not cauſe a revoke. | 

XIII. No revoke to be claimed till the trick is turh- 
ed and quitred, or the party who revoked, or his part. 
ner, have played again. 


XIV. If any perſon claims a revoke, the adverſe 
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party are not to mix their cards, upon forfeiture of the 1 


revoke. | 
XV. No revoke can be claimed after the cards are 
cut for a new deal. 

Of calling hs | 
XVI. If any perſon calls at any point of the game, 
except 8, either of the adverſe parties may call a new 
deal; and they are at liberty to conſult each other, 
whether they will have a new deal. 

XVII. After the trump card is turned up, no perſon fi 
muſt remind his partner to call, on * of loſing a 

int. 

XVIII. If the trump card is turned up, no honours 
in the preceding deal can be ſet up, unleſs they were 
before claimed, 
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XIX. If any perſon calls at the point of 8, and his 
Partner anſwers, and both the oppoſite parties have 
hrown down their cards, and it appears that the other 
ide had not two by honours; in this cafe they may con- 
ult with one another about 1 it, and are at liberty to ſtand ' 
the deal or not. 

XX. And if any perſon anſwers when he has not an 
WF honour, the adverſe party may confuit one another 
about it, and are at liberty to ſtand the deal or not. 


and XXI. If any perſon calls at 8, after he has played, it 
_ ſhall be inthe option of the 2dverſaries to call anew deal. 
akes 


Of ſeparating and fhewing the Cards. 
XXII. If any perſon ſeparates a card from the reſt, 


are Bl the adverſe party may call 1 it, provided he names it, and 
igh- proves the ſeparation ; but in caſe he calls a wrong card, 
tion he or his partner are liable for once to have the higheſt 
loes or loweſt card called in any ſuit led during the deal. 


XXIII. If any perſon throws his cards updn the ta- 
ble, with their faces upwards, upon ſuppoſition that he 
bas loſt the game, the adverſaries have it in their power 
to call any of the cards when they think proper, provid- 
ed they do not make the party revoke, and he is not to 
take up his cards again. 

XXIV. If any perſon is * of winning every trick 
are in his hand, he may ſhew his cards upon the table; but 

he is then liable to have all his cards called. 
| Of omitting to play to a Trick, 

ne, XXV. A and B are partners againſt C and D; A 
ew WW leads a club, C plays the ace of clubs, B plays a club, 
er, and D, partner to C, takes up the trick without playing 

| any card; A, and the reſt of the players, play on, till it 
ſon appears D has one card more than the reſt: penalty to 
g aß be in the option of the adverſaries to call a new deal. 

Reſpeding who played any particular Card. 

urs XXVI. Each perſon in playing, ought to lay his card 
cre before him; after he has done ſo, if either of the adverſe 
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parties mix their cards with his, his partner 1s entitled 
to demand each perſon to lay bis card before him; but 
not to enquire who played any particular card. 


A Dictionary for Whift, <vhich r:{olues almoſt all the cri- 


tical Caſes that may en at that Game; by Way of 
Dreftion and Anſwer, 


1. HOW to play trumps to the Grendel advanitage? 
Peruſe the Treatiſe of W niſt, Cale 11, Page 6, 
and all the following caſes under that and the next 
head. 
2. How to play ſequences when trumps? 
Anf. You are to begin with the higheſt of them. 
3. How to play ſequences when they are not trumps? 
Anſ. If you have 5 in number, you are to begin with 
the loweſt; if 3 or 4 in number, always play the higheſt. 
4. W by do you prefer playing of ſequences rather 
than other ſuits. 
Anſ. Becauſe they are the ſafeſt lead, and gain the 
tenace in other ſuits. 
5. When ought you to make tricks carly? 
Anſ. When you are weak in trumps. 
6. When ought you not to make tricks early? 
Anſ. When you are Hrong in trumps. 
7. When do you play from an ace-ſuit? 


Anſ. You do ſo When you have 3 in number only 


in any ſuit (trumps excepted). - | 
8. When don't you play from an 08 
Anſ. You ought not to lead from an ace: ſuit, having 
four or more in number in any other ſuit, becauſe the 
ace is an aſſiſtant to your great ſuit, and, when m_ 
are played out, enables you to make that ſuit. 
When any card of coni-quence is turned up on 


your right or left hand, how axe you to play in that 


caſe? See Caſe 1, page 19, and Cale 1, page 24. 


+. 


THE GAME OF WHIST. 47 

10. Why are you always to play your hand by your 
own and adverſaries ſcores? 

Anſ. Caſe 6, page 5. See references in this caſe, 

11, How to know when your partner has no more 
of the ſuit played? Caſes 1, 2, 3, page 13. 

12. Reaſons for putting on at ſecond-hand the king, 
queen, knave, ten, and when not? Cales 1, 2, g, 
pages 19, 20. 

13. Why are you to play the queen, knave, or ten 
of any ſuit, when that ſuit is played a ſecond time, hay- 


ing three in number only? Cale 4, page 26. 


14. When ought you to over-trump your adverſary, 
and when not? | 

Anſ. When you are weak in trumps you ought to 
over-trump him; but if _— in trumps, you ought to 
throw away a loſing card. 

15. Rcaſons for not parting with the command of 
your adverſary's ſtrong tuit, Caſe 1, page 25. 

16. If your adverſary on your right-hand leads a ſuit 
of which you have the ace, king, and queen, why are 
you to put on the ace, preferable” to the queen? 

Anſ. Becauſe it deceives the adverſary, which, in this 
caſe, is of more conſequence to you than to deceive your 

Dartner. 

r7. To declire your ſtrong ſuit, when proper to be 
done, and when not? | 

Anſ. When you have only one ſtrong ſuit, and you 
trump out to make that ſuit, in that caſe you ought to 
declare it; but if you are ſtrong in all ſuits, there is no ne- 
ceſſity of declaring your ſtron. geſt ſuit. 

18. The ace turned up on your right-hand, and that 
you have the ten and nine only of trumps, why do you 
play the ten? Caſe 1, page 21. 

19. Why do you play from a king-ſuit preverntne to 


a a queen-ſuit, having the like numer of each? 
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— 4 Becauſe it is 2 to I that the ace does not lie in 
your left-hand adverſary's hands, and it is 5 to 4, if you 
lead from a queen-ſuit, that the ace or king lies in his 
hands, and that you loſe your queen, and ſo play to a 
_ diſadvantage. ED _ 
20. Why do you play from a queen-ſuit preferable 
to a knave-luit? | 
Anſwered, caſe 19. | 
21. When you have the four beſt cards of any ſuit, 
why do you throw away the beſt? _ | 
Anſ. To let your partner into the ſtate of your game. 
22. Vour partner's ſtrong ſuit, how are you to make 
the moſt of it? 
At pages 14, 15, 16, are ſix examples to demonſtrate 
it, | 
23. The queen turned up on your right-hand, you 
have the acc, ten, and one trump, or the king, ten, and 
one trump ; if the right-hand adverſary plays the knave, 
Quere, How are you to play? 
Anſ. Vou are to pals it, by which you have an equal 
wager of gaining a trick, and cannot loſe by ſo doing. 
24. Four cards are played out, and trumps are gone 
round twice, your partner not appearing to have any 
higher trump than the 8, yet he has three trumps ; 
when he plays his third trump, the next hand puts on 
the knave, there being the king only in the adverſary's 
hand, you having the ace and queen of trumps : 
Quere. Whether are you to play the ace or queen? 
An ſ. Y ou are to play the ace, becaule it is 5 to 8 
that the laſt player has the king; and if you reduce the 
cards to 2 in number, it then is 2 to 1 in your favour, 
by playing the ace, that the king falls: the like method 
may be taken in other ſuits upon the like occaſions. 
ExAamMPLE. Let us ſuppoſe that you have only 2 
cards remaining in your hands of any ſuit, viz. the 
queen and ten; and let us ſuppoſe the knave and nine 
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of the ſame ſuit are in your adverſary's heads when 
your partner leads that Gig your right-hand adverſary 
plays the nine, and has one card only remaining: 

Quere. Whether you ought to play yout * or 
ten? 

Anſ. Y ou ought to play your queen, becauſe it is 
2 to 1 that your leit-hand adverſary has the knave.— 
And in all cafes of the like nature you ought to play 
by this rule. | 

L would know what is the odds that the dealer at 
whiſt holds four trumps or more? 

Anfſ. That he holds four trumps or more, is 232 to 
165, or about a guinea to 14s. lid. and almolt a far- 
thing. | 


An E. xplanation of the Terms, or Technical Mo, dr in 
this Treatiſe. | 


INESSING, means the endeavouring to gain an 
advantage by art and {k1ll, which conſiſts in this :— 
When a card is led, and you have the belt and third 
beſt card of that fo you judge it beſt to put your third 
veſt card upon that lead, and run the rifk of your adver- 
ſary's having the ſecond beſt of it; that if he has it not, 
which 1s 2 to I againſt him, you are then ſure of gaining 

a trick, 
ForcixG, means the obliging your partner or your ad- 


verſary to trump a ſuit, of which he has none. The caſes 


mentioned in this 'Treatife will ſhew when it is proper 
to force either of them. 

Loxc Tnuur, means the having one or more trumps 
in your hand, when all the reſt are out. 

LOoOSE Cai; means a card in a hand that is of no 
value, and, conſequently, the propereſt to throw away. 

Points, ten of them make a game; as many as are 
gained by tricks or honours, ſo many n are ſet up 
to the ſcore of the game. | 
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Quanr, in general, is a ſequence of any four cardy 
immediately following one another in the ſame ſuit. — 
Ouart. major is, therefore, a ſequence. of 15 king, 
queen, and knave, in any ſuit. | 

QuixT, in general, is a ſequence of any five cards 
immediately following one another in the fame ſuit. — 
Quint. major is, therefore, a ſequence of ace, king, queen, 
knave, and ten, in any ſuit. | 

ReveRsE, means only the playing your hand in a 
different manper; that is to ſay, if you are ſtrong in 
trumps, you play one way; but if weak in Pe; you 
play the Rewer/e, wiz. another. 

SEE-s AW, is when cach partner trumps a ſuit, and 
they play thoſe ſuits to one another to trump. 

Score, is the number of points ſet up, ten of which 
make a game. 

SLAM, is when either party win every trick. 

Trac, is having the firſt and third beſt cards, and 
being the ſaft player, and conſequently you catch the 
adverſary when that ſuit is played: As, for inſtance, in 
cafe you have ace and queen of any ſuit, and that your 
adverfary leads that ſuit, you muſt win thoſe two tricks; 
and fo of any other tenace in inferior cards. 

Tzncs, is a ſequence of any three cards immediate- 
ly following one another in the ſame ſuit. Terce Ma- 
jor 18 therefore a ſequence of ace, king, and queen, in 


any ſuit. 
An Artificial Memory, hr 05 200 play at the Game of 
/ 


bift, 
I. PLACE 2, of every ſuit in your 3 the worſt of 
it to the left hand, and the beſt (in order) to the 
right; and the hana. in the like order, always to the 


| left of all the other ſuits. 
II. Je in the courſe of my you find you have the 
ſt card remaining in any luit, put the ſame to the left 


be your trumps. 


WI 0 = eV - 
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III. And if you find you have the ſecond beſt card 


of any ſuit to remember, place it on the right of your 
: : - - ' 


trumps. | 

IV. And if you have the third beſt card of any ſuit 
to remember, . a ſmall card of that ſuit between 
the trumps and that third beſt, to the right of the trumps. 

V. To remember your partner's firft lead, place a 
ſmall card of that ſuit led in the midſt of your trumps, 
and if you have but one trump, on the left of it. 

VI. When you deal, put the trump turned up to the 
right of all your trumps, and part with it as late as you 
can, that your partner may know you have that trump 
left, and ſo play accordingly. - „ a 

VII. To find where or in what Suit your Adverſaries 

ES 297309 mepors- 

Suppoſe the two ſuits on your right-hand te repreſent 
our adverſaries in the order' they fit, as to your right 
and left hand. 71 47 2 BILL SH Ko 
When you ſuſpect either of them to have made a re- 
roke in any fuit, clap a {mall card of that ſuit amongſt 
the cards repreſenting that adverſary, by which means 
you record not only chat there may have been a revoke, 

but alſo which of them made it, and in what ſuit. 

If the ſuit that repreſents the adverſary that made 
the revoke, happens to be the ſuit he revoked in, change 
that ſuit for another, and, as above, put a ſmall card of 
the ſuit revoked in, in the middle of that exchanged ſuit, 
and if you have not a card of that ſuit, reverſe a card of 
any fuit you have, (except diamonds) and place it there, 
VIII. As you have a way to remember your part- 
ner's firſt lad you may alſo record in what ſuit either 
of your adverfaries made their firft lead, by putting the 
fait in which they made that icad, in the place which in 
your hand eren that adverſary, at either your right 
or left hand; and if other ſuits were already placed to 
repreſent them, then exchange them for the ſuits in 
which each of them makes his fir{t lead. | 
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The foregoing method is to be taken when you find 
it more neceſſary to record your adverſary's firſt lead, 
than to endeavour to find out a revoke. 


Calculations, which direct with moral certainty how to 
play well any Hand, by ſhewing the Chances of your 
Pariner”s having 1, 2, or 3 certain Cards. 


{> Read with attention thoſe marked N. B. 
For Example. 
Would know what is the chance of his having o one 
certain card ? 


againſt for 
8 him him 
That he has it not is, N. B. ©: 0 I 
II. I would know what is the chance of 
his having two certain cards? 
Anſwer. | 
That he has one of them only, is, 31 to 26 
That he has not both of them, 1 
5 that he has one or both, is about 5 to), 

, or N. B. Fg”, 32 
| 7 II. I would alſo know what are the chances of his 
having 3 certain cards? 

h | | | for againſt 
Anſwer. him. him. 


That he holds one of them only, is 32 1 1 
for him to 378 againſt him, or about 1 
That he has not 2 of them only, is 1569 _ 
for him to 547 againſt him, or about 7 


That he has not all 3 of them, is 22 for? | 
him to 681 againſt him, or about Fo 31 

But that he has 1 or 2 of them, is 481 6 
for him to 222 againſt him, or 8 be 13 

And that he has 1, 2, or all 3 of them, 4 
is about N. B. js 
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An Explanation and Application of the Calc Reden, necef 
ſary lo be underſtood by thoje who read this Treatiſe. 


Fit Calculation, JF is 210 1 that my partner has 
not one certain card. 

To apply this calculation, let us ſuppoſe the right- 
hand adverſary leads a ſit, of which vou have the 
king and one 90 nall card only; you may obterve that it 
is 2 to 1, by putting on your king, that the left- hand 
adverſary cannot win it. 

Again, let us ſuppoſe that you have the king and 
three ſmall cards of any ſuit, like wife the qucen and 
three ſmall cards of any ſuit, L would know which is 
the beſt ſuit to lead from ? Anſe wer, From the king, 
becauſe it is 2 to 1 that the ace does not he behind 
you; but it is 5 to 4 that the ace or king of any juit 
lies behind you, and conſequently, by leading trom your 
queen ſuit, you play to a difadvantage. 

2d Calculation. It is 5 to 4, at lealt, that your part- 
ner has one card out of any 2 certain cards; the like 
odds 18 in favour of your right-hand and left-hand ad- 
verſaries; therefore, ſuppoſe you have 2 honours in any 
ſuit, and knowing i it is 5 to 4 that your partner holds 
one of the other 2 honours, you do by this knowledge 
play your game to a greater degree of certainty. | 

Again, let us ſuppoſe that you have the queen and 1 
imall card in any ſuit only, and that your right-hand 
adverſary leads that ſuit, if you put on your queen, it 
is 5 to 4 that your left-hand adverſary can wan it, and 
therefore you play 53 to 4 to your diſadvantage. 

3d Calculation. It is 5 to 2 that your partner has 1 

card out of any 3 certain cards. 

Therefore, ſuppoſe you have the knave and 1 ſmall 
card deait you, and that your right-hand 1 y 
leads from that ſuit, if you put on the knave, it is 5 
to 2 that your left-hand adverſary has either ace, king, 
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or queen of the ſuit led, and therefore you play 5 to 2 
againſt yourſelf; beſides, there is a further conſideration, 
by making a diſcovery to your right-hand adverſary, he 
fineſſes upon your partner throughout that whole ſuit. 
And, in order to explain the neceſſity there is of put- 
ting on the loweſt of ſequences in all the ſuits led, let 
us {ſuppoſe that your adverſary led a ſuit of which you 
have the king, queen, and knave, or queen, knave, and 
ten; by putting on your knave of the ſuit of which you 
have the king, queen, and knave, it gives your partner 
an opportunity of calculating the odds for and againſt 
him in that ſuit, and alſo in all inferior fuits of which 
you have ſequences. 955 
A farther uſe to be made of the foregoing calculation: 
tet us ſuppoſe that you have the ace, king, and 2 {mall 
trumps, with a quint-major or 5 other winning cards in 
your hand in any ſuit, and that you have played trumps 
two rounds, and that each perſon followed trumps ; in 
this cafe there are eight trumps out, and 2 trumps re- 
maining in your hand, which make 10, and 3 trumps 
which are divided between the remaining 3 players, of 
which 3 trumps, the odds is 5 to 2 m your favour that 
your partner has 1; and, therefore, out of 7 cards in 
your hand, you are entitled to win 5 tricks, 5 
Some Computations for laying Wagers. 
All with the Deal. 


The deal - is 21 to 20 
1 love —— — 11 10 
5 1 4 

18 EY 3 

= N =” 4 
is 2 ts I of the game, and 1 of the lurch 2 1 
—— — 2 

— e 7 2 

— — 5 5 
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7 to 6 — is 4 to 

9 Gis about 5 8 7 

8 to 7 18 above — 3 to 2 23 


O #7 is about + T1 


S to 9, is about 3 and a half in the hundred, in fa- 
vour of 8 with the deal; againſt the deal, the odds are 
till, though ſmall, in favour of 8. : 
Calculaticns for the Whole Rubber. ; 
QUPPOSE A and B are at play, and that A is 1 
** game, and 8 love of the ſecond game, with the deal. 
Duere, What are the odds throughout the whole | 
rubber? f 
I Game love and 9 love of the ſecond game (upon 
"ſoppoſttion of ꝙ love with the deal) being nearly 6 to 1; | 
Firit game and 9 love of the] 8 
ſecond game is nearly 3 
Firſt game and 8 love of the 
ſecond game is a little more 13 to 1, Oc. 
than the former 
Firſt game and 7 love of the 


rere 
— - . 


111 E 
. q * 7 
0 

1 y 
„ 

3 
* 3 1 
3 
5 1 
— 
4 44 
4 
* 
1 
"a 
* 
* 8 
" q 
4 
*& 
. bo a 
45; 
$4 : 
„ - 

i. 

. 33 
? 4 þ- 

* ! 

X * 

x | 
WT: 
. Þ 
„ 
+ 
*; 1 
* 
4; Th 
097 : 
=_ 
N 3 * 
* 
4 
. 
* 
4 
. 
49 
=—e 
25 
1 
1 2 
911 
" 
£3 f 
** 
= 
= 
34 S 4 
* 
1 
3 
= 
NH 
= 
: 
s 
Is. 
- 3 5 
38 
0 J 
5 7 
07 
„ 
3 
$ 4.6 
7% 

\ 7 . 
5 
£:- 

* 1 
+ 

uy 41 

1, ol 

«T* 3 þ 

„ 

Sa 

5 t ö 

3 #2 

Þ * 

4 7 1. 
al * 
4 
4 
"S388 
' 
£4 
1 


fecond is nearly OS. 
Ditto and 6 love of the ſecond I le 
is nearly | 
Ditto and 5 love of the ſecond. 6 0 
is nearly 
Firſt game and 4 love of s | 
0 15 1 * 
Ditto and q love of the ſecond ks 
is . 121 
Ditto and 2 love of the ond 1 RS 
1s nearly | F 
Ditto and 1 love of the ſecond 1 
is nearly 7 


The above calculations a are made with the deal. 
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5 Again the Deal. 
CUPPOSE A and B are at play, and that A is 1 


game, and any number of points in the ſecond 


deal. 

Firſt game and 9 love of the , 
ſecond is nearly | ends 

Ditto and 8 love of the ſecond f 


game (is a little more) et 
Ditto and 7 love of the ſecond } | 
9 to 1 
game is 
Ditto and 6 love of the ſecond 
a 7 to 1 
game is ' 
Ditto and 5 love of the ſecond. | 
1 5 to 1 
game is has 
Ditto and 4 love of the ſecond | 
25 42 tO 1 
game 15 . 8 
Ditto and 3 love of the ſecond | F 
game is | * 
Ditto and 2 love of the ſecond | 
5 7 to 2 
game is 
Firſt game and 1 love of the G1 
>tO 2 


ſecond is nearly 

The uſe which is to be made of the foregoing calcu- 
lations, may be made by dividing the ſtake, according 
to the tables herewith ſet down. | 


MR. PAYNE'S MAXIMS FOR WHIST. 
Leader. 


1 BEGIN with the ſuit of which you have moſt in 


number. For when the trumps are out, you will 


probably make ſeveral tricks in it. 


2. If you hold equal numbers in different ſuits, begin 
with the ſtrongeſt, Becauſe it is the leaft liable to injure 


your parinere 
| D 5 
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3. Sequences are always eligible leads. Pecauſe 
they ſupport your partner's hand, without injuring your 
07WN.. 

4. Lead from a king or queen, rather than from an 
ace. For, fince the adverſaries will lead from thoſe ſuits 
avhich you do not, your ace will do them mof} harm. 

5. Lead from a king rather than from a queen, and 
from a queen rather than a knave. For the flronger the 
ſuit, the leſs is your partner endangered, | 

6. Lead not from ace queen, or ace knave, till it 
becomes neceſſary. For if that ſuit is led by the ad- 
wverſaries, you have a good chance af making 140 tricks 
2 1. | 

7. In all ſequences to a queen, knave, or ten, begin 
with the higheſt. Becauſe it vill frequently diflreſs your 
left-hand adverſary. | 

8. Having ace, king, and knave, lead the king, For 
if ftrong in trumps, you may wait the return of that ſuit, 
and fineſſe the knawe. TG | 

9. Having ace, king, and one ſmall card, lead the 
{mall one. For by this lead your partner has a chance to 
make the knave. 

10. Having ace, king, and two or three ſmall cards, 
play ace and king if weak in trumps, but a {mall card if 
ſtrong in them. For when flrong in trumps you may give 
your pariner the chance of making the fit trick. 


11. Having king, qucen, and one {mall card, play the - 2 


S 
frall one. For your partner has an equa! chance to win 


the irich ani you need not fear io male king or queen. 

12. Having king, queen, and two or three ſmall 
cards, lead a {mall card if ſtrong in trumps, and the 
king, if weak in them. For ſtrengib in trumps entitles 
you to play a backward game, and to give your partner the 
chance of <vining the firſt trick bus if weak in trumps, it 


is neceſſary to ſecure a trick in that ſuit, by leading the king, 


or een. 


Fl 
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1ſe 13. Having an ace with four {mall cards, and no 
zur other good ſuit; play a ſmall card if ſtrong in trumps, 
and the ace if weak. For flrength in trumjs may enable 
an por to make one or tw of the ſmell cards, although your 
its FF partner ſhould not be able to ſupport the lead. | 
14. Having king, knave, and ten, lead the ten. For 
d if your partner holds the ace, you have a good chance of 
= making three tricks, whether he paſſes the ten or not. 
15. Having king, queen, and ten, lead the king. 


it For if it falls upon the return of that fuil from your part- 
d. BF ner, by putting on the ten you have a chance of maxiug two 


by 3 | tricks. ; | 
7 16. Having queen, knave, and nine, lead the queen.. 
n For upon the return of that ſuit from your partner, by pul- 


ling on the nine you will probably make the knave. 

= | Second Hand. | 
xr | 1. Having ace, king, and {mall ones, play a ſmall. 
t, cad it itrong in trumps, but the king if weak in them. 
LY For otherwiſe your ace or king night be trumped in the latter 
e FF caſe, and us hazards ſhould be run with few trumps but 
o | in critical caſes, 2 

uh 2. Having ace, queen, and ſmall cards, play a ſmall 


one. Hor upon the return of that fuit you will probably 
= make two tricks, | | 
- | 3. Having ace, knave, and {mall cards, play a ſmall 
one. For upon the return of that ſuit you will probably, 
make two tricks. hang b, 
4. Having ace, ten, or nine, with {mall cards, play a 
| ſmall one. For by this method you have a chance of 
mating two tricks in the ſuit. N 
5. Having king, queen, ten, and ſmall cards, play the 
queen. For by playing the ten upon the return of the ſuit, 
you vill probably make tauo tricks in il. 9 
6. Having king, queen, and ſmall cards, play a ſmall 
card if ſtrong in trumps, but the queen if weak in them. 
For flrength in lumps Wwariants playing a backward game,, 


PR 


iF 


Wor } * 


ſuit, play the loweſt of it. 
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and it is always advantageous to keep back your ey | 
ut. 

5 7. If you hold a ſequence to your higheſt card in the 

For by this means your part- 

ner is informed of your ſtrength in 3 

8. Having queen, knave, and ſmall ones, play the 
knave. Becauſe you will in great probability ſecure a trick 
in that ſuit. ; 

9. Having queen, ten, and fmall ones, play a mall 
Fire For your partner has an NR chance to win the 
Frick. 

10. Having either ace, king, queen, or knave, with 
ſmall cards, play a ſmall one. For your pariner has an 
equal chance to win the trick. 

11. Having either ace, king, queen, or knave, with 
one {mall card only, play the ſmall one. For W 
the adverſary will fineſſe upon you in that ſuit. 

12. [fa queen is led, and you hold the king, put it 
on. For i 7 your partner 1 the ace, you do no harm; 
end if the king is taken, the — have played C 
benours io one. 

13. If a knave is led, and you hold the queen, put 
t on. For « the worſt you bring down two honours for 
one. 
14. If a king 1s led, and you hold ace, knave, and 
fmall ones, play the ace. For it cannot do the adverſari ier 


a greater injury. 
wad ee Third Hand. | 

1. Having ace and king, play the ace, and return 
the king. Becauſe you are not to keep the command of 
your partner's ftrong ſuit. 

2. Having ace and queen, play the ace, and return 
the queen, For although it may prove better in ſome caſes 
to put on the queen, yet in general your partner is beſt Jab. 
ported by the mevod above. 
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6. your partner's hand, 
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z. Having ace and knave, play the ace, and return 
the knave. The Lnave is relurned in order to flrengthen 


4. Having king and knave, play the king; and if it 
wins, return the knave. Becauſe it will flrengthen your. 


4 partner's hand. 


5. Always put on the beſt when your partner leads 
a {mall card. Becauſe it beſt ſupports your partner's hand. 

6. If you hold the ace and one {mall card only, and 
your partner leads the king; put on the ace and return 
the ſmall one. For otherwiſe your ace will be an ob- 
ferufion to his ſuit. | | 
J. If you hold the king and one ſmall card only, and 
your partner leads the ace; if the trumps are out it 1s 
good play to put on the king. For by putting on the 
king, there is no obſtruftion to the ſuit, . 

| Fourth Hand. | 

1. If a king is led, and you hold ace, knave, and a 

ſmall card, play the ſmall one. For ſuppoſing the queen 


A .. follow, you will probably make both ace and knave. 


2. When the third hand is weak in his partner's 
lead, you may often return that ſuit to great advantage. 


Bui this rule muſt not be applied to trumps, unleſs you are 
very flrong indeed. | | 


Caſes in which you ſbould return your Partner's Lea 
| emmediately. 
I. When you win with the ace, and can return an 


Z honour. For then it will greatly ftrengthen his hand. 


2. When he leads a trump. In which caſe return 


; | the bet remaining in your hand (unleſs you hold four ori- 
ginally ): an exception to this arifes if the lead is through an 


honour. / | 
3. When your partner has trumped out. For then 


it is evident he wants to male his great fur. 


4. When you have no good card in any other ſuit. 


For then you are intirely dependant on your partner. 
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partner to put on the knave. 
to win the queen, but if you have particular reaſons to with | 
the trumps out, play two rounds of irunps, and then yu_ 


firong ſuit, 


lead a imall one. : 
your partner Win the e ff tricl ; but if you have good rea- 
fon for getting out the trumps, play thre: rounds, or play | 
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Caſes i in which you ſhould not return your Pariner's Lead 


immediately. 

1. If you win with the king, queen, and knave, 
and have only ſmall cards remaining. For the return 
of a ſmall card will more diſtr:ſs than Sirengthen your 
artner. 

2. If you hold a good ſequence. | For then you may 
beau a ſlrong ſuit, and not injure his hand. 

3. If you have a ſtrong fuit. Becauſe leading from 
& firong ſuit is a direction to your partner, and cannot 
injure him. 

4. If you have a good kand. For in this caſe you 
have a right to conſult your oh hand, and not your part- 
ner g. 

5. If you hold ſive trumps. For then you are war- 
ranted 10 Play trumps, if you think it right. 

Of Leading Trumps. 


1. Lad trumps from a ſtrong hand, but never from 


2 weak one. 


1 frem being trumped. 
Trump not out with a bad hand, ahhh you 


hold five ſmall trumps. For ſince your cards are bad, 
i is only trumping for the adverſaries good ones. 

3. Having aee, king, knave, and three fmall trumps, 
play ace and kin g. For the probability of the quecn's 


falling i 7s in your favour, 
4. Having ace, king, knave, and one or two imall 


trumps, play the king, and wait the return from your 
T his method is in order 


5. Having ace, king, oh two or three {mall trumps, 
This method is with a view to let 


ace and king, and Zen proceed with your ſirong uit. 


By <ehich means % 002% ſecure 4 your good 
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6, If your adverſanes are eight, and you hold no 
honour, throw off your beſt trump. For if your part- 
ner has not two honours, you have 77 the game, and if he 
holds tzvo honours, it ts mojt advantageous for you to lead 
a trump. EE | | 

7. Having ace, queen, knave, and ſmall trumps, 
play the knave. For by this mean only the ting can 
make againſt you. 

8. Having ace, queen, ten, and one or two ſmall 
trumps, lead a ſmall one. For i vill give your partner 
a chance to win the trick, and keep the command in your 
own hand. | 
9. Having king, queen, ten, and ſmall trumps, lead 
the king. Lor if the ting is loſt, upon the return of trumps 
you may fineſſe the ten. | - 

10. Having king, knave, ten, and ſmall ones, lead 
the knave. Hecauſe it will prevent the adver/arice from 
making a ſmall trump. 

11. Having queen, knave, nine, and imall trumps, 
lead the queen. For if your partner holds the ace, you 
have a good chance of making the <uhole ſuit. 

12. Having queen, knave, and two or three ſmall 
trumps, lead the queen. Hor if your partner holds the 
ace, you have a good chance for making the evhole ſuit. 

13. Having knave, ten, eight, and fmail trumps, lead 
the knave. For on the return of trumps you probably 
may fine/Je the eight to advantage. 

14. Having knave, ten, and three ſmall trumps, lead 
the knave. Becauſe it will mojt diftrefs your adverſaries, 
unleſs txwo honours are held on your right-hand ; the odds 
againſt which is about three to one. 24 

15. Having only ſmall trumps, begin with the 
higheſt, By this play you will ſupport your partner all 
vou can, — NA "SAY 

16. Having a ſequence, begin with the higheſt. By 
this means your partner is beſt inſtructed haw to play his 


: | hand, and cannot poſſibly be injured. 
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17. If an honour is turned up on your left, and the 
game much againſt you, lead a trump the firſt opportu- 
nity. For your game being deſperately bad, this method 
ic the maſt likely to retrieve it. 

18, In all other cafes it is dangerous leading through 
an honour, unleſs you are ſtrong in trumps, or have a 
good hand. Be-auſe all the advantage of irumping through 
an honour lies in the ſineſſing of your partner. | 

19. Suppoſing hereatter it is proper to lead trumps. 
If an honour is turned up on your left, and you hold 
only one honour with a ſinall trump, throw off the ho- 
nour, and next the ſmall one. Hecauſe it will greatly 
ſtrengthen your partner's hand, and cannot hurt your own, 

20. If an honour is turned up on the left, and you 
hold a ſequence, lead the highelt of it. Becauſe it will 
prevent the laft hand from injuring your partner. 

21. If a queen is turned up on the left, and you hold 
ace, king, and a ſmall one, lead the {mall trump. Be- 
cauſe you will have a chance for getting the queen. 

22. If a queen is turned up on your left, and you 
hold the knave, with ſmall ones, lead the knave. For 
the knave can be of no ſervice, ſince the queen is on your left. 

23. If an honour 1s turned up by your partner, and 
you are ſtrong in trumps, lead a alf one: but if weak 
in them, lead the beſt you have. By this play the 
aweakeſt hand will ſupport the flrongeftl. | 

24. If an ace is turned up on the right, and you hold 
king, queen, and knave, lead the knave. For it in a 

ſecure lead. | | TE 

25. If an ace is turned up on the right, and you 

hold king, queen, and ten, lead the king; and upon the 
return of trumps play the ten. For by ibis means you 
ſhew a great ſtrength to your partner, and will probably 
male two tricks in them, 25 

26. If a king is turned up on the right, and you hold 
queen, knave, and nine, lead the knave; and upon the 
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return of trumps play the nine. Becauſe ii may prevent 
the ten from making. 

27. If a king 1s turned up on your right, and you 
hold knave, ten, and nine, lead the nine; and upon the 
return of trumps play the ten. Becauſe this method ill 


 beft diſcloſe your ſtrength in trumps. 


28. If a queen is turned up on the right, and you 
bold ace, king, and knave, lead the king; and upon 
the return of trumps play the knave. Becauſe you are 
certain to make the knave. | 
29. If a queen is turned up on the right, and you 
hold ace, king, and {mall ones, lead the king; and upon 
the return of trumps you may finefle, unleſs tbe queen 
falls. For otherwiſe the queen will make a trick. 

30. If a knave 1s turned up on the right, and you 
hold king, queen, and ten, lead the queen ; and upon 
the return of trumps play the ten. Fr by theſe means 


you wall make the ten. | 
31. If a knave is turned up on the right, and you 
hold king, queen, and ſmall ones, lead the king; and 


if that comes home, play a ſmall one. For it is pro- 
bable your partner holds the ace. Pe” | 
32. If a knave is turned up on the right, and you 
hold king, ten, or queen, ten with two ſmall cards, 
lead a ſmall one; and upon the return of trumps play 
the ten. For it is five to four that your partner holds one 
honour. | : 
When you turn up an Honour. | 
1. If you turn up an ace, and hold only one ſmall 


trump with it, if either adverſary leads the king, put on 


the ace. For it can ds the adverſarics no greater injury. 
2. If you turn up an ace, and hold two or three 


ſmall trumps with it, and either adverſary leads the 
king, put on a {mall one. For if you play the ace, jou 
give up the command in trumps, 
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3. If you turn up a king, and hold only one ſmall 
trump with it, and your robe. hand adverſary leads a 
trump, play the king. This caſe ts really ride 
douòiſul, and very good players think differently. | 

4. If you turn up a king, and hold ws or three 
ſmall trumps with it, if your right-hand adverſary leads 
a trump, play a ſmall one. # being the be oft Way of fe- 
turing your ing, 

'5. If you turn up a queen or knave, and hold only 
ſmall trumps with it, if your right-hand adverſary leads 
a trump, put on a ſmall one. It being the ſecure e 

6. If you hold a ſequence to the honour turne 
play it laſt. By this mean your partner will be the be 95 
ac guainted with your ſtrength in trumps. 

Of Playing. for the Odd Trick. 

1. Be cautious of trumping out, notwithſtandin 
you have a good hand. for fince you want the 640 
zrick only, it would be abjurd to play a great game. 

2. Never trump out if your partner appears likely 
to trump a ſuit. For it is evidently beſt to let your part. 
ner mate his trumps. 

3. If you are moderately ſtrong in trumps, it 1s right 
to force your partner. For by this nerd probably 


gain a trick. 


4. Make your tricks early, and be cautious of fineſſ- 


ing. That you may not be greatly injured, though ol fail 


of mating the odd trick. 

5. If you hold a fingle card of any fuit, and only two 
or three ſmall trumps, lead the fingle card. For it will 
give you a chance of making a ſmall trump. 

General Rules. 

7. Be very cautious how you change ſuits, and let 
no artifice of the adverſary induce you to it. 

2. Keep a commanding card to bring in your ſtrong 
fuit when the trumps are out, if * hand will admit of 
ſuch pretenſions. 
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3. Never keep back your partner's ſuit in trumps, but 
return them the firſt opportunity. 

4. If you hold a ſtrong ſuit, and but few-trumps, ra- 
ther force your adverſaries than lead trumps, unleſs you 
are ſtrong in the other ſuits likewiſe, 

5. Be ſure to make the — trick when it is in n your 

wer. 


6. Always conſider he b and play your hand 


| accordingly. 


7. In a backward game, you may Seh riſk one trick 
in order to win two; but in a forward game you are to be 
more cautious, unleſs you have a good probability of 
getting up. 

8 In returning your partner's lead, play the beſt 
you have, when you hold but three originally. 

9. Remember what cards drop from each hand, how 
many of each ſuit are put, and what 1s the beſt remain - 
ing card in each. 

10. Lead not originally from a ſuit of which you 


have ace and queen, ace and knave, or king and knave; 
if you hold another moderate ſuit. 


11. If neither of your adverſaries will lead from the 
above ſuits, you muſt do it yourſelf with a ſmall card. 

12. You are ſtrong in trumps with five ſmall ones, 
or three ſmall ones and one honour. 

13. Do not trump a card when you are ſtrong in 
trumps, and the more eſpecially if you hold a ſtrong fuk 

14. If you hold only a few ſmall trumps, make them 
it you can. 

15. If your partner refuſes to trump a ſuit of which 
he knows you have not the belt, lead him your beſt 
trump the ſirſt opportunity. 

16, If your partner has trumped a ſuit, and refuſes 
to play trumps, lead him that ſuit again, 


17. Never force your partner but when you are 
ſtrong in trumps, unleſs you have a renounce yourſelf, 
or want only the odd trick. 
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18. Tf the adverſaries trump out, and your partner 
"Ka a renounce, give him that ſuit when you get the lead, 
if you think he has a ſmall trump let. 
19. Lead not from an ace ſuit originally, if vou hold 


four in number of another ſuit. 
20. When trumps are either returned by your partner, 


or led by the adverſaries, you may fineſſe deeply in 


them; keeping the command all you can in your own 
hand. 

21. If you lead the king of any ſuit, and make it, you 
maſt not thence conclude that your partner holds the 


ace. 


22. It is ſometimes proper to lead a thirteenth wok 
in order to force the n=. 2a and make your partner 
laſt 1 
If weak in trumps, make your tricks ſoon; but 
—— ſtrong in them, you may play a more backward 
ame. 
y 24. Keep a ſmall card of your partner's firſt Jed: if 


poſſible, in order to return it when the trumps are out. 


25. Never force your adverſary with your belt card 
of a ſuit, unleſs you have the ſecond beſt alſo. 

26 In your partner's lead, endeavour to keep the 
command in his hand, rather than in your Own. | 

27. If you have a ſaw, i it is generally better to pur- 


trumps with a good ſuit. 
28. Keep the trump you turn up as long as you 


7 it than to trump out; ee you ſhould be ſtrong 


properly can. 


29. When you hold all the remaining trumps, play 
one of them to inform your partner; and then put the 


lead into his hand, 
30. It is better to lead from ace and nine, than from 


ace _ ten. 
It is better to lead trumps through an ace or king, 


than through a queen. or Enaves 
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32. If you are reduced to the laſt trump, ſome win- 
ninþ cards, and one loſing card only, lead the loſing 
enk 5 . | 5 

33. If only your partner has trumps remaining, and 
he leads a fait of which you hold none ; if you have a 
good quart {or ſequence of four) throw away the high- 
eſt of it. | | | | 

34. If you have an ace with one ſmall card of any 
ſuit, and fred winning cards in other fuits; rather 
throw away ſome winning card than that ſmall one. 

35. If you hold only one honour with a ſmall trump, 
and wiſh the trumps out, lead the honour firlt. 25 

36. If trumps have been led thrice, and there b 
two remaining in the adverſaries hands, endeavour to 
force them out. 5 

3). Never play the beſt card of your adverſaries 
lead at ſecond hand, unleſs your partner has none of 
that ſuit. | x.) 

38. If you have four trumps and the command of a 
ſuit whereof your partner has none, lead a ſmall card 
in order that he may trump it. 1 

34. If you hold five trumps with a good hand, play 
tramps, and clear your adverfarics hands of them. 

40. If you hold the ace and three ſmall trumps when 
the e de lead them, and have no particular reaſon 


for ſtopping the ſuit, let them quietly make king and 


queen, and on the third round play the ace. 
41. Suppoling yourſelf leader with three ſmall trumps, 
one ſtrong ſuit, one moderate ſuit, and a ſingle card, be- 
gin with the ſtrong ſuit, and next lead the ſingle card. 
42. Be careful how you fort your cards, leſt a ſharp 
and curious eye ſhould diſcover the number of your 
trumps. 


Whiſt is ſometimes played by three perſons, one of 
them undertaking an ideal partner called Dumbmy, 
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whoſe cards are turned-up to view on the table, which 
is reckoned rather an advantage to a good player, but 
apt to confuſe an indifferent one. Now and then only 
two people play, with each a dombmy. «© { ... 

. "Three-handed whiſt, a game requiring but little ſcill, 
is played by diſcarding all the duces, threes and foars, 
with one five, each perſon acting alone: in this way 
every trick above four, and each honour is reckoned 
in other reſpects theſe modes do not vary from the ufual 
methods and rules. EET | 2 t 


MR. HOYLE'S GAME OF QUADRILLE. 


TE game of quadrille is played by four perſons, 


with forty cards; the four tens, nines, and eighits, 
are to be diſcarded from the pack; the deal is made by 
diſttibuting the cards to each player, three at a time, 
for two rounds, and once four at a time, beginning with 
the right-hand player, who is the elder hand. | 
| Some ſhort Rules for Learners.* 
I. hen you are the ombre, and your friend leads from 
a mat, play your beſt trump, and then lead the next beſt 
the firſt opportunity. | . 
II. If you poſſeſs all the trumps, keep leading them, 
except you have other certain winning cards. 
III. If all the mats are not revealed by the time you 
have won fix tricks, do not run a riſk in playing for the 
volle. | 5 5 | 
IV. When you are the friend called, and hold only a 
mat, lead it, but if only a mat guarded by a ſmall trump, 


* 


lead the ſmall one; though when the ombre is laſt play- 
er, lead the beſt trump you have. 


V. Punto in red, or king of trumps in black, are good 
cards to lead when they are your beſt, and ſhould either 
of them ſucceed, then play a ſmall trump. 


if 


NOA 
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VI. When the ombre leads to diſcover the friend, if 
you hold king, queen, and knave, put on the knave. 
VII. Preſerve the called ſuit, whether friend or ſoe. 
VIII. Ihen playing againſt a lone hand, never lead a 
king, unleſs you have the queen, nor change the uit, 
nor permit, if poſſible to avoid it, the ombre to be lat 


player. 


Becauſe a learner may be at a loſs to know the rank 


and order of the cards, when trumps, or not, the two 
following tables ſhew them. 


The Rank and Order of the e zat Tr ume. 


Clubs and Spades, 
King, 
Quack, 
Knave, 
Seven, 
Six, 
Five, 
Four, 

Three, 
Deuce. 


In all . 


Hearts and Diamonds. 
King, 
Queen, 
Knave, 
Ace, 
Deuce, 
Three, 

Four, 
Five, 
Six, 


Seven. 


In all 10ũ0. 


The Rank and Order of the Cards when Trumps. 


Clubs and Spades. 


Spadille, the ace of ſpades 
Manille, the deuce of ſpades, 
or of clubs. 


Baſto, Ihe ace of cbs 


Kin g. 

Queen, 
Knave, 
Seven, 


Hearts and Diamonds. 


Spadille, the ace of ſpades 
Manille, the ſeven of 


hearts, or of diamonds. 
Baſto, the ace of clubs. 
Punto, the ace of hearts, 
or of diamonds. 


King, 
| Queen, 
Knave, 


Deuce, 
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Hearts and Diamonds, 


Clubs and Spades. 

Six, Three, 
Five, Four, 
Four, Five, 
Three. Six. 

In all 11. In all 12. 


Vou may obſerve by the foregoing tables, that ſpadille 
and baſto are always trumps; thereby the red ſuits have 
one trump more than the black. 1 

There are three matadores, viz, ſpadille, manille, 


and baſto. 4 | = 
If an ordinary trump is led, you are not obliged to 


play a matadore upon it; but if ſpadille is Jed, and you 


ſhould hold manille or baſto unguarded, you muſt play 
it: alſo if manille is led, and you ſhould have baſto un- 
guarded, it mult be played. | 

The laſt table alſo ſhews the order or rank of the 
falſe matadores, ſo called, if we begin from baſto, and 
ſo proceed downward by ſequences to any number. 


I. HE firſt thing to be done, after you have ſeen 
your cards, is, to atk leave to paſs, or play /ans 

prendre; and if you name a wrong trump, you mult abide 

by 1t = RE 

II. If all the players paſs, he who has ſpadille is 


obliged to play; but if he does not make three tricks, 


he is not baſted. | | 
III. The player ought to have a fair probability of 
winning three tricks when he calls a king, to prevent his 
IV. Therefore we will ſet down ſuch games only, 
as give a fair chance to win the game by calling a king, 
with directions at the end of each caſe what trump you 


are to lead. 


TI 


THE GAME OF QUADRILLP, 
Calculations nec ffary to be underlood by thoſe who have 
| made ſors Progreſs in the Game. 

I. I would know what is the odds that my pariner 
holds one out of any two cards? 

Anſ. That he holds one card out of any two certain 
cards, is about 5 to 4 in his favour. 

II. I would alſo know what is the odds that my part- 
ner holds one card out of any three certain cards? 

Anl. That he holds one card out of any three certain 
cards, is about 5 to 2 in his favour. 

An Application of the foregoing Calculations. 

I. That your partner 2olds one card out of any two 
cn cards, 

Suppoſe you ſhould hold one mhrnitore, it is by this 
elled ation evident, that it is 5 to 1 in your favour that 
your partner holds one of the other two, and conſe- 
1 you may play your game accordingly. | 

Again, ſuppoſe you call a king, and having a knave 
and one {mall dard of a ſuit in your hand, by the fore- 
going calculation, it is plain that you have 5 to 4 in your 
favour that your partner holds either the king or queen 
of that Tait: and conſequently you have the odds in your 
favour to win a trick in that ſuit. 

IT. That Your pattner holds one card out of any three 
certain cards. 
| Suppoſe you have no matadore, but with the Alt 
ance of one of them you have * odds of winning 
the game; you may Men by the foregoing calcula- 
tion, that it is about 5 to 2 that your partner holds one 
of them, you haying none. 
This calemation may be applied to many other cafes; 

y uſeful, to the player. 

ames in Red, hich may be played, calling a Kin g. 

1. Spadille, manille, two ſmall hearts or diamonds, 
the queen of clubs, and one fmall one, and four ndl 
cards of the other ſuits. Lead a ſmall trump. 
E. 


ve 


22 
n 


ee 
e 


E 
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cards of the other ſuits. Lead a ſmall trump. 


three ſmall clubs, and three ſmall cards of the other ſuits, 


AM + - 0 5 — * 

5 r — mn — —ͤ— Y 

Fray N 633 N — K * 3 2 44 — — 9 2 Y 
N . —_ 3 N * nnen he. WW 


heart or diamond, three ſmall clubs, the queen, and one 
ſpade. Lead punto. 


mall ſpades. Lead punto. 


diamonds, king of clubs and one more, queen and two 


hams or diamonds, queen and two ſmall clubs, knare 


diamonds, queen and one ſmall club, knave, and two 
fmall ſpades. Play a ſmall trump. 


II. Spadille, manille, two ſmall hearts or l | 
with the knaye and two ſmall clubs, and three ſmall | 


III. Spadille, manille, two ſmall hearts or diamonds, 


Lead a ſmall trump. 
IV. Spadille, punto, king, queen, and one ſmall 


V. Spadille, punto, king, knave, and one ſmall hear! 
or diamond, the knave and two ſmall clubs, and two 


VI. Spadille, king, queen, knave, and one ſmall 
heart or diamond, with the queen, knave, and one ſmall 
club, and two ſmall ſpades. Lead the king of trumps, 

| VII. Spadille, three, four, five, and fix of hearts or 


ſmall ſpades; whether elder or any other hand, when 1 
ou have the lead play a {mall trump; in the "ſecond 


lead lay ſpadille. 


V Ti Manille, baſto, punto, and two fall hearts or m 
diamonds, three ſmall clubs, and the knave and one 
ſpade. Lead manille. 

IX. N. B. Manille, baſto, king, and two mall he 
hearts or diamonds, queen and one ſmall club, aad three 
{mall ſpades. Lead Manille. 

X. MN. B. Manille, baſto, queen, and two ſmal 


and one ſpade. Lead manille. 1 
XI. Manille, baſto, with the three gmalleſt hearts or | 


XII. N. B. Manille, punto, king, and two ſmall" 


hearts or diamonds, queen, knave, and one ſmall 9 L 
diaz, and one ſmall ſpade, Lead manille. My 


nall 
nall 
nps. 
8 or 
two 
hen 
ond 


ts Ot 


ſmall 
three 
{mall 
knave 


ſmall ſpades. 


"nal mall Aae 
club, 
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XIII. nig unto, queen, and two ſmall hearts 
or diamonds, queen and one ſmall club, king and two. 

Play a ſmall trump. - 

XIV. Manille, punto, and three ſmall hearts or dia- 
monds, xnave and one ſmall club, king, queen, and one 
ſmall ſpade. Play a ſmall trump. l 

XV. Manille, and the four ſmalleſt hearts or dia- 
monds, « queen and one ſmall club, king, quem, ang one 
_— — Play 4 ſmall trump. 

N. B. Baſto, punto, king, and two "(mall 
3 or diamonds, king and queen of clubs, « queen, 
and two ſmall ſpades. Lead balto. | 

XVII. N. B. Baſto, punto, queen, and two ſmall 
hearts or diamonds, queen, knave, and one ſmall club, 
king and queen of ſpades. Lead baſto. 

XVIII. V. B. Baſto, 177 and three of the 
ſmalleſt hearts or diamonds, ki and queen of clubs, 
queen, knave, and one ſmall 12 play a mall 
trum 

XIX. Baſto, and the four ſmalleſt hearts or dia- 
monds, king and queen of clubs, queen, knave, and one 
imall ſpade. Play a ſmall trump. _ 

XX. N. B. Punto, king, queen, and FIR mall 
hearts or diamonds, 1 and queen of clubs, queen, 
knave, and one ſmall {j Lead punto. 

XXI. Punto, king, nd three ſmall hearts or dia- 
monds, king and queen of clubs, queen, knave, and one 
imall ſpade. Play a ſmall trump. 


THE GAME or QUADRILLE. 


2 Games in Black, which may be playa, calling a King. 
os 
d two 


. QPADILLE, manille, and two ſmall clubs or 

ſpades, the knave and two ſmall hearts, and three 
Lead a ſmall tramp. 

II. NV. B. Spadille, manille, and two {mall clubs 


or ſpades, queen and two ſmall hearts, and three ſmall 
hamonds, Lead a ſmall trump. | 
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4 7 z. N ies 0 312 0 PTL Pt - 115 | . 55 5 14 8 
Tf I. padille, manille, and two. {mall clubs or ſpades, 


three ſmall hearts, three ſmall diamonds. Lead a ſmall 


trump. * * 2 3 £ 
me; 7 nn 5M i dy ISS CURIE + Conde 
| nv. N-.'3. "Spadille, king, queen, and two {mall 
clubs or fpades, with the queen and one ſmall heart, 
5 5 en 


three {mall diamonds. Lead the king ien 
** 122 L clu 


* 'Spadille, kin g. knave, and two 


and do diamorids, two ſmall hearts. Play a ſmall 


trump. ; 1 N 1 
en e ie wp b or l 
Ses and two ſmall hearts, two {mall diamonds. Play 
a {ſmall trump. _ . 
VII. Spadille, and the four ſmalleſt clubs 33 
bing and one ſmall heart, queen and two ſmall diamonds, 
Play a ſmall trump. | | | 


VIII. Manille, baſto, king, and two ſroall; clubs, or 
ſpades, three ſmall hearts, and two ſmall diamonds, 
.ead manille. ST 5 b 
IX. Manille, baſto, queen, and two ſmall clubs or 
ſpades, three ſmall hearts, queen and one ſmall diamond. 
ead manille. eee ee eee 5 N 
X. Manille, baſto, knave, and two ſmall clubs or 
ſpades knave and one heart, three ſmall diamonds, 
Lead manille. _ n a as cr I 
XI. Manille, baſto, and three ſmall clubs or ſpades, 
queen, and two ſmall hearts, knave and one ſmall dia 
mond. Lead „ CEL lies 
XII. N. B. Manille, king, queen, and two ſmall 
clubs or ſpades, king and one ſmall heart, queen, knave, 
and one fall diamond. Lead manille. | 43 
XIII. N. B. Manille, King, knave, and two ſma 
clubs or ſfades, king and one 5 heart, queen an- 


two. ſmall dianonds. Lead manille. 
XIV. Manille, king, and three {mall clubs or ſpades 
queen and two ſmall hearts, kingand one ſmall diamonc 
Play a ſmall trump. | | 
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XV. Manille, and the Fl ſmalleſt clubs or ſpades, 
king, queen, and one, ſmall hears, 1 ſmall diamonds 
Play a ſmall trump _ .. 

XVI. N. 3. Baſto, king, 1 two "ſmall 
clubs or ſpades, qucen and two imall hearts, king aud 
one ſmall diamond. Lead aſto, 

XVII. MN. B. Baſto, kipg, knave, and two ſmall 
clubs or ſpades, knaye and one heart, king and | two 
ſmall diamonds. "Lead bafto wo 

XVIII. M. B. Baſto, Lin and three ſinall clubs 
or ſpades, kin _— een Of Fests tts, dacen ang tw two 
ſmall Eabobde: 1 ſmall wot | 
XIX. Baſto,and Four of the fma Men clubs or ſpades 5 
king and queen « of hearts, Wen knave, 2nd « one lin. 
diamond. ay a ſmall tramp.” N 


XX. N. B. King, guest, knave, and two ſmall 


clubs or f. ades, king and queen of hearts; knave and 
two ſmall iamonds. Lead the king of trumps. © 


XXI. King, queen, ſeven, ſix, and five of clubs or 


ſpades, king and queen of hearts, queen, knave, and 
one ſmall diamond. Lead the king of trumps. 

© You are to obſerve that thoſe cafes, both ini the red 
and black games, which are marked thus (N. B.) are 
very good games to play, and you have the odds on 
your {ide to win'thoſe w uch are not marked! 

N. B. You are to call to your ſtrongeſt ſuits, except 
you have a quay guarded. And if you are elder hand, 
you have a fairer chance to win the game than if mid- 
die hand, becauſe you have an opportunity. of leading 
a'trump, Which frequently m makes yout adverſaries pi 
apainlt each other. een CO IRAN 


k 


; 
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Caſes e \ ſhewwing the Pier the Odds of winting 
the following Games of Quadrille, fans prendre; and 


"<8 uch Games as ougbt not to be played ſans rage, 
Gamer in Black, Elder Hand. 


I. PUREE matadores in clubs, king and fx of : 
monds, king and fix of hearts, king, five, and 
fix of ſpades. Play trumps to all the elder-hand games, 


The above game wins 27 to 4. 


II. Three matadores, and tlie dine. of clubs, king 
and fix of diamonds, king and fix of hearts, two 
{mall ſpades. The above game wins 215 to 162, or 
about 4 to. 3. | 
III. "Three matadores, three and — of dub, ths 
and ſix of diamonds, three ſmall hearts. Wins 291 to 
86, or above 10 to . 

ö IV. Three matadores, with three, ou and five of 
clubs, two ſmall diamonds, two. ſmall hearts. Wins 


near 10 to I. 


V. Spadille, -manille, bins, knave, three and four of 
clubs, two ſmall diamonds, two ſmall hearts, Wins 
4Bgs to 3022. or about 8 to 5. 

Spadille, manille, king, three, four, and Ha of 
clubs, two {mall diamonds, two ſmall hearts. Wins 
about 8 to 5. 

VII. Spadille, manille, king, three and four 6 4 
King and ſix of diamonds, three ſmall hearts. Loſes 


1514 to 1125, or about 4 to 3. 


VIII. Spadille, manille, three, four, five, * fix of 
clubs, two ſmall diamonds, two ſmall hearts. Loſes 
1514 to 1125, or about 4 to 3. | 

IX. Spadille, manille, three, four, and five of clubs, 
king and one ſmall diamond, three ſmall hearts, Loſes 
2234 to 405, or about 11 to 2. 

X. Three falſe matadores, and three of clubs, 1 
and ſix of diamonds, king and ſix of hearts, king and 
ſix of ſpades. Wins 215 to 162, or about 4 to 3. 
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1 Three falſe matadores, three and four of clubs, 
king and fix of diamonds, king, fix, and five of hearts. 
Wins 291 to 86, or above 10 to 3. 

XII. Three falſe matadores, three, four, and five of 
clubs, king and fix of diamonds, two ſmall hearts. 
Wins 1025 to 106, or near 10 to 1. 

XIII. Manille, baſto, queen, three, war and five of 
clubs, king and one ſmall diamond, two ſmall heart-. 
Wins 4895 to 3022, or above 8 to 5. 

XIV. Manille, baſto, knave, three, four, and five of 
clubs, king and one ſmall diamond, two ſmall hearts. 
Loſes 4162 to 3755, or almoſt 10 to 9. 

XV. Spadille, three, four, five, and 6x of clubs, 
king and one ſmall diamond, king of ſpades, king and 
one {mall heart. He muſt lead a ſmall trump, and his 
chance then for winning is 1749 to 890, or near 2 to 1 | 
for winning. 

XVI. Spadille, three, four, five, fix, and ſeven of 
clubs, king and one diamond, king of ſpades, king of 


hearts. Wins about 275 to 2. 


Cater th BAL Elder Hon 


I. THREE matadores in hearts, king and one dia- 
mond, king and one ſpade, king and two clubs. 
Wins 24 to 11, or about 2 to 1. 

II. Three matadores, and three of hearts, king and 
one ſmall diamond, king and queen of clubs, two ſmall 
{pades. Wins 7010 to 1661, above 4 to 1; beſides 
the chance that his kings and queens paſs, though he 
{hould not fetch out all the trumps. 

III. Three matadores, and three and four of hearts, 
king and one {mall club, three diamonds. Wins almoſt © 
4 to 

W. Three matadores, three, four, and Gi of hearts, 
two {mall diamonds, two ſmall clubs. Wins 291 to 
86, or above 10 to g. | 
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V. Spadille, manille, punto, queen, three, and four 
of hearts, two {mail diamonds, two {mall clubs. Loles 
1700 to 1339, or above 5 to 4. 

VI. Spadille, manille, punto, three, "four, and ſive 


of hearts, two {mall diamonds, two ſmall clubs. Loſecs 


1514 to 1125, or above 4 to 3. 

VII. Spadille, manille, king, three, four, Cid five of 
hearts, two ſmall diamonds, two ſmall clubs. Loſes 
278 to 99, or about 14 to 5. 

VIII. Spadille, manille, three, four, live, and fix of 
hearts, two ſmall diamonds, two ſmall clubs. Loſes 
above 3 to 1. | 

IX. Spadille, manille, three, four, five, and fix of 
bearts, king and one club, two {mall diamonds, Wins 
1845 to 794, or above g to 4. 

X. Spadille, manille, two, three, four, fire, fx of 
hearts, two ſmall diamonds, one imall club. Wins 
abgve 9 to 1, nearer 10 to 1. 

XI. Four matadores in hearts, king and two ſmall 
clubs, king and two ſmall ſpades. Wins about 16 to 
1. That he fetches out the trump is 7206 to 1465, 
near 5 to 1 ; beñdes the chance for his king's paſſing 
though the ns amp ſhould not fall. 

XII. Three falſe matadores, and three of hearts, 
king and one ſmall club, king and one diamond, king 
and one ſmall ſpade. Loles 579! to 2880, or above 
2 0 1. 

XIII. Three Alſe matadores, three and four of 
hearts, king and one club, king and two ſpades. 


Wins 215 to 162, or about 4 to 3. 


XIV. Three falſe matadores, three, four, and five 


of hearts, king ard one ſmall club, two ſmall ſpades. 


Wins 291 to 86, or above 10 to 3. 

XV. Three falſe matadores, with the knave, the 
three, four, and five of hearts, one ſmall diamond, two 
{mall ſpades. Wins 1025 to 106, near 10 to 1 ; but 


2% Hoey W Cram 


= faireſt probability « of winning t 
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you are to ſuppoſe the "EY is to come into your hand a 
ſecond time, without trumping with'a matadore. Kel 

XVI. Three falſe matadores, with the queen, the 
three, four, and five of hearts, one ſmall diamond, two 
imall clubs. (As the former) wins near 10 to 1. 

XVII. Manille, baſto, king, three, four, and five 
of hearts, king and one diamond, two mall clubs, 
Loſes 1514 to 11557 or about 4 to 3. 

XVIII. Manille, baſto, queen, three, AY and five 
of hearts, king and one club, two ſmall ſpades. Loſes 

278 to 99, or near 3 to 1. 

XIX. Manille, baſto, three, four, five, and fix of 
hearts, king and one diamond, two {mall clubs. Loſes 
2639 to 405, or about Wi 

X. Spadille, two, three, four, five, and ſix of 
hearts, king and one diamond, king of ſpades, and the 
king of clubs. That he fetches Gut three trumps by 
playing ſpadille, is above 4 o 1, and conſequentliy 
above 4 to 1 for winning. 

XXI. Spadille, three, four, Hve, and ſix of hearts, 
king and ohe diamond, king and one lpade, and the 
king of clubs. 

That three ſure tricks in trumps Heagainſt the player, 
is 1384 to 1255, and conſequently the odds is againſt 
his winning the game. 

IF he plays the game, he maſt begin with leading a 
ſmall trump; for if he plays f ſpadille, he has no chance 
XxX a0. 

At his ſecond lead he ought to Je ſpadille, having 

e gate. y that me- 
thod of May. ; 

In all the games of falfe matadores, we have ſuppoſed 
— 1 is woe over-rufted before it comes: gain into 


1h 7X 977 If 191 18 1 14 111 10 314 


N. B. If you ſhould have a ſatis frendre game, and it 
15 0 Reo 156 "4 for k it, You are 993 Confider thas 
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the calling a king makes it a ſure game won, beſides the 

chance of winning a vole ; and, e nag upon a ſtrict 

calculation, it is found to be more adviſeable to call a 

r 5 
N. B. A good player may play a weaker game 

either elder or younger hand, than middle hand. 


| The Laws of the Game of Juadrille. 
I. THE cards are to be dealt to the right-hand, by 
| fours and threes, and no otherwiſe ; and the 
dealer is at liberty to begin by four or three: if in deal- 
ing there ſhould come one or more faced cards, there 
mult be a new deal, unleſs it is the laſt card. 
II. If there are too many or too few cards in the 
pack, there muſt be a new deal. nd 
III. He who deals wrong, deals again, and is not 
baſted. | | 
IV. He who has aſked leave is obliged to play. 
V. No one 1s baſted for playing out of turn ; but 
the card played may be called at any time in that deah 
provided it does not cauſe a revoke ; or either of the 
adverſaries may demand the partner of him who play- 
ed out of his turn, or his own partner, to play any ſuit 
be thinks fit. | Roa 
VI. The three matadores cannot be forced by an 
inferior trump. 1 ey 
VII. The ſuperior matadore forces the inferior, when 
it is played by the firſt player. 


, o 


VIII. Whoever names any ſuit for trumps, he mult 
abide by it, though it ſhould happen to be his worſt ſuit, 
IX. If you play with eleven cards, you are baſted. 

X. If you play ſans prendre, or have matadores, you 
are to demand them before the next dealer has finiſhed 

his deal, otherwiſe you loſe the beneſit. 
XI. If any perſon names his tramp without. aſking 
leave, he is obliged to play ſans prendre, unleſs the 
younger hand, and all the reſt have paſſed, 
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XII. After the game is won, if the perſon who won 
the ſixth trick plays the feventh card, he 1 is obliged to 
play for the 2 

XIII. If you have four kings dealt you, you are at 
liberty either to call a queen to one of your kings, or to 
call one of your kings: but you are not to call the 
queen of trumps. 

XIV. If any perſon ſeparates a card from the reſt, 
he ought to play it, if the adverſe party has ſeen it, un- 
leſs he plays ſans prendre. 

XV.. If the king called, or his partner plays out of 
his turn, no vole is to be played for. 

XVI. No perſon is to be baſted for a renounce, un- 
leſs the trick is turned and quitted ; and if any perſon 


renounces, and it is diſcovered, if the layer ſhould 


happen to be haſted by fuch renounce, all the parties 
are to take up their cards, and play them over again. 
XVII. If ſpadille is forced to play, he is not obliged 
to make his three tricks. 

XVIII. Whoever undertakes playing the vole, has 
the preference of playing before him who' offers to A 
ſans prendre. 

XIX. If all parties agree to it, before you begin to 


x play, let the perſon have the preference of playing, who 


plays for the moſt tricks; which will prevent imall 
games from being played. 

XX. The player is entitled to know who 1s his king 
called, before he declares for the vole. | 

XXI. When fix tricks are won, he who won the 
ſixth trick ought to ſay, I play the vole; or, I do not 
play the vole; or, I alk „and nothing elle. 


XXII. He who wins the vole, is to take double the 
ſtake played for out of the pool. 
XXIII. He who aſks leave (if elder hand); may 
play ſans prendre, in preference to any of te viher 


Players, 
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XXIV. If you have one king only, you may call 
yourſelf, but muſt win fix tricks. 

XXV. If you play the king ſurrendered, he muſt 
win fix tricks who demands the king of any perſon. ” 

XXVI. He who has paſſed once (unleſs he has ſpa- 
dille) has no right to play afterwards; alſo he who has 
aſked the queſtion is obliged to play, unleſs ſomebody 
elſe plays /ans prendre. 

XVII. If the player, or his friend, ſhew their cards 
before they Us won {1x tricks, the adverſaries may call 
their cards as they pleaſe, ſpecifying each card. 

XXVIII. Whoever has aſked leave, cannot play 
fans prendre, unleſs he is forced. 

XXIX. Vou are at liberty to lock at the tricks when 
you are to lead, but not ee 

XXX. Whoever undertakes aying for the vole, 
and does not ſucceed, has a ls to the ſtakes ſans 
grendre, and matadores if he has them, having won his 


XXI. Forced ſpadille cannot play ** the "=" 

XXXII. If any perſon diſcovers his game, he is not 
entitled to play the wole. 

XXXIIL If there happen to by two cards of the 
fame fort, and found out before the deal is ended, the 
deal is void, but not otherwiſe, 
XXXIV. Nobody is to declare how many trumps 
are played out. 

XXXV. He who plays and does not make three 
0 is to be baſted alone, unleſs he plays forced ſpa- 


A Didjonary of Quade 


10 asx LEAVE. Is to alk leave to play, by call. 


ing a king. 
Bas T0. 15 the ace of clubs, which. is always the 
thisd trump, = 
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BasTE. Is a penalty, which conſiſts in paying as 
many counters as there are down ; and is incurred either 
by renouncing, or by not winning, when you ſtand the 
game, which is called making the baſte. | 

CHEVIILEZ. To be in cheville, is to be between the 
eldeſt hand and the dealer. | 

Copil I. Is when thoſe who defend the pool, make 
more tricks than they who ſtand the game ; the former 
are ſaid to win codill, and the latter to loſe it. 

ConsoLaTion. Is a claim, which is always paid 
by thoſe who loſe to thoſe who win, whether by codill 
or remiſe., 

Devors. Is when he who ſtands the game makes 
no trick. . 1 

Dovzrr. To play double, is to pay the game and 


the ſtake double, as well as the conſolation, the /ans 


grendre, the matadores, and devole. 

Force. The ombre is ſaid to be forced, when you 
play a neous trump to weaken him, if he over-trumps ; 
he is likewiſe ſaid to be forced, when he aſks leave, 
and one of the other players obliges him to play fans 
prendre, or paſs, by offering to play ſans prendre. 

FalE ND. Is the player who has the king called. 

Imrasst. To make the impaſſe, is, when, being in 


cheville, you play the knave of a ſuit of which you have 


the king. 

MANILLE. Is, in black, the dence of ſpades or 
clubs; and, if in red, the ſeven of hearts or diamonds, 
according to the ſuit in which you play, and is always 
the ſecond trump at the game. EE : 

Maxx. Means the filh put down by the dealer. 

MaTtapores, or Mars. Mean ſpadille, manille, 
and baſto, which are the three firſt tramps. Falſe 
matadores are any ſequence of trumps, following the 
matadores regularly. pe. FOOT Ic ods | 

MilIIE. bY mark of ivory; ſtands for ten ftſh. 


— — ———— — — eo Ir > RR — . 
vt rn 1 1 2 * TS * 92 * { x es 5 
" : =_ „„ „ tt ao >». Dal a” 


— ä—öwL— — — — — „4 
N — p 
» 


—— 
n 


n 
* 


* Sar * Fw, \ 0 
3 "= _- l * 7 n * 2 S'- & \ + „ . * of 4%. + 4 * 
2 I rr « „5 7 • 22 * „ bin 4 _s —_ 
CY © W = 2 * = a 5 


* „ 
— 6. 


—ꝓy— — to - — — — * 
. rr — —— — — 
5 im Y 4 
„ „ & : 
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OunRRE. Is the name given to him who ſtands the 

game, either by calling or playing /ans afpeller, or ſans 
rendre. | 

ParTY. Signifies the duration of the game, ac- 
cording to the number of tours agreed upon. 

Pass. Is the term that is uſed when you have not 
a hand to play. . | 

PoxTo, or PuUnNTo. Is the ace of diamonds, when 
diamonds are trumps , or hearts, when they are trumps ; 
and 1s then the fourth trump. | | 

Poor. The pool conſiſts of the fiſhes, which are 
ſtaked for the deals, or the counters which are put down 
by the players, or the baſtes that go on the game. To 
defend the pool, is to be againſt him who ſtands the 
Je. 8 
PRISE. Is the number of fiſh or counters given to 
each player at the beginning of the party. gy 

REGCLE. Is the order that is obſerved at the game; 
it is called, being in regle, when the ombre trumps the 
return of the king called. 

RENMISE. Is when they who ſtand the game do not 
make more tricks than they who defend the pool ; and 
they then loſe by remiſe. | 

. RExouxCE. Is not to play in the ſuit led, when 
you have of it: it is alſo called a renounce, when, not 
having any of the ſuit led, you win with a card that is 
the only one you have of that ſuit in which you play. 

RERISE. The ſame as party. | 

ReerorTE. The ſame as remiſe. 

Rox Renpu: The king ſurrendered ; is the me- 
thod of playing, when the king called being given up to 
the ombre, he is with that to win the game alone. 

 SPADILLE. Is the ace of ſpades, which is always 
the firſt trump. Forced Spadilt is when he who has it 
is obliged to play; all the others players having paſſed. 
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Sans AypPELLER. That is, without calling; and 
is, when you play without calliog a king. ; 
SANs PRENDRE. This term fignifies the ſame as 
ſans appeller. Forced Sans Prendre is, when, having 
alked leave, one of the players offers to play ſans pren- 
dre; in which cafe you are obliged to play ſans prendre, 
or to pais. | 

Track. To be in tenace, is to wait with two 
trumps, that you muſt neceſſarily make when he that 


has two others is obliged to lead; ſuch are the two 


black aces, with regard to manille and punto. 
Tours. Are counters put down by the winners, to 
mark the number of games played. 


Addilions to the Game of Quadrille, 


JN order to vary this game, ſome introduce the me- 
diateur, either with or without the favourite ſuit ; the 
firſt term ſignifies a king, which any perſon may de- 


mand, in order to play ſans prendre, giving in return 


ſome other card, and a fiſh; but if the king is of the 
favourite ſuit, then two fith are to be paid. 'The fa- 
yourite {uit is determined by drawing a card at the com- 
mencement of the party ; and during the whole game, 
each player, aſking leave in that, has a preference be- 
fore others who have a good hand in a different ſuit, 
unleſs a mediateur 1s demanded, then it takes the lead ; 
and if in the favourite ſuit firſt ; thoſe who play alone, 


- without the mediateur, precede even that, and, when in 


the favourite, take place of all. | 
Solitaire quadrille is where it is agreed not to call, 
but always play ſans prendre, with or without the me- 


diateur; and if in any deal no one can play alone, then 


the cards are to be dealt again, and ſuch additions made 
have been ſett lee... 


to the ſtake as WAY | 1. 2 
Solitaire quadrille by three, or tredille, is by throwing 


out all (except the king) of one, and only the ſux of the 
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other red ſuit; each perſon playing on their OWN ac- 
count, as at three-handed whiſt. 
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THE GAME OF PIQUET. 
TQUET i is played by two perſons, with thirty-two 


cards; which are, the ace, king, queen, knave, ten, 


vine, eight, and ſeven of each ſuit. The ace is the ſu- 

perior, and is equal to eleven points; the king is above 
the queen, and the queen above the knave, &c. Theſe 
three cards are each equal to ten points; the ten, ten; 
the nine, nine; and ſo of the reſt, each card counting 
for as many points as it hath pips. 

To begin the game, you mult take the pack of cards, 
and ſhuffle them; then the two players are to cut, and 
to ſhew the bottom of their cut, the loweſt of which 
deals, as there is a great advantage in being elder hand. 

The dealer then ſhuffles the cards, and preſents them 
to his adverſary, who may alſo ſhuffle them if he pleaſes, 
but the dealer muſt have the laſt ſhuffle, and then give 
them to be cut by his adverſary ; but if he ſhould ſcat- 
ter them, or cut but one off, or leave but one at the bot- 
tom, the dealer may mix them and ſhuffle them again; 
this done, the dealer is o give twelve a-piece, by two 
at a time, and the eight cards which remain mult be 
2 upon the table, and are called the talon. 

In this game there are three chances, viz. the repique, 
the pique, and the capot. 

J. The reqique is, when one of the players counts 
thirty points in his hand, before his adverfary has or 
can count one; when in the room of ſaying thirty they 
call it ninety, and proceed in the fame manner, a e 
erf points as he could count above tl thirt r 2 
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J. The pique is, when the elder hand has counted 
thirty in hand or play before the adverſary hath counted 
one; in which caſe, inſtead of thirty, it is called ſixty, 
and ſo on as many points as you can count above. 

III. The capot is, when either of the players make 
every trick, for which he is to count forty; inſtead of 
which he counts but ten, when he only gets the majori · 
ty of the tricks, which is called the cards. _ 5 | 

Theſe three chances may all be made in one deal; as 
| thus, ſuppoſe one of the players hath four tierce-mayors, 
his point is good, and he is eldeſt hand: he begins by 
counting three for his point, twelve for his four tience- 
majors, which make fifteen ; fifteen and fourteen aces, 
fourteen kings and fourteen for queens, make one hun- 
dred and ſeventeen, thirteen in playing the cards, are 
one hundred and thirty, and forty for the capot, is one 
hundred and ſeventy: this ſtroke is very rare, nay, per- 
haps has never happened; but it is juſt if it eyer doth. . 

To pique your adverſary, you mult be elder hand; 
for if you are youngeſt hand, your adverſary counts one 
for the firſt card he plays, and then your having count- 
ed twenty-nine in hand, even if you then take the firſt 
trick, will not authoriſe you to count ſixty, but only 
thirty. 5 : 

The Carte Blanche, that is, when you have not one 
pictured card in your twelve dealt you, counts for ten, 
and takes place of every thing elſe ; then follow the 
paint, the huitiemes, the ſeptiemes, the fixiemes, the 
quints, the quarts, the tierces, the four aces, kings, 
queens, Knaves, or tens ; the three aces, kings, queens, 
knaves, or tens follow next; then the points you gain 
in playing the cards; and the laſt is the ten for winning 
the cards, or the forty for the 9 | 
After ſorting the cards, the firſt thing to be conſider- 
ed is, whether you have a Carte Blanche, that is, if you 
have not one pictured card; if fo, you are to let your 
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adverſary diſcard, and then when he is going to take in 
and before he has touched the cards, you are to lay 
your twelve cards on the table, counting them one after 
another; and your adverſary is not to touch the cards 
he hath laid out or diſcarded. | 5 
The players having examined their hands, the elder 


hand takes the five cards which ſeem the leaſt neceſſary 


for his advantage, and laying them aſide, takes as many 
from the talon or heap that is left; and the youngeſt 
wy lays out three, and takes in the three laſt of the 
talon, | 8 5 

In diſcarding, the firſt intention in fkilful players is, 
to gain the cards, and to have the point, which moſt 
commonly engages them to keep in that ſuit, of which 
they have the moſt cards, or that which is their ſtrongeſt 


ſuit; for it is convenient to prefer, ſometimes, forty- one 


in one ſuit to forty- four in another, in which a quint is 
not made; ſometimes, even having a quint, it is more 
advantage to hold the forty-· one, where if one card only 
is taken it may make it a quint- major, gain the point, 
or the cards, which could not have been done by hold- 
ing the forty- four, at leaſt without an extraordinary 
take · in. _ ED 1 ate 

_ You mult alſo endeavour, in Iaying out, to get a qua- 
torZe, that is, four aces, kings, queens, knaves, or tens, 
each of which counts for fourteen, and is therefore 
called a quatorze ; the fourteen aces hinder the counting 


| fourteen kings, &c. and by that authority you may 


count a leſſer quatorze, as of tens, although your adver- 
ſary may have fourteen kings, &c. becauſe the ſtronger 
annuls the weaker : and alſo, in the want of a leſſer 
quatorze, you may count three aces, three kings, three 
queens, three knaves, or three tens. It 1s good to take 


three aces, and they are better than three kings; and he 


who has them may by virtue thereof count his three 
tens, although the adverſary may have three kings; in 
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fvour of a quatorze you count not only any leſſer qua- 
torze, but alſo all the threes which you have, except of 
nines, eights, and ſevens. | 

The fame is to be obſerved in regard to the huitiemes, 
ſeptiemes, ſixiemes, quints, quarts, and tierces, to which 
the player muſt have regard in his diſcarding, ſo that 
what he takes in may make them for him. 


The Point, is the number of cards of the ſame * 


which one holds in hand after having taken in, the pips 
of which muſt be counted; hen you-alk-if it is good; 


obſerying the ace counts for eleven, the king, queen, 


and . knave, ten each, and the, reſt according to the 
number of the pips. 

The Point being elected, the eldeſt, hand. declares 
what it is, and aſks if it is good: if his adverſary has not 
lo many, he anſwers, it is. good; if he has juſt as many, 
he anſwers, it is equal; and if he has more, he anſwers, 
it is not good. he who has the beſt, counts as many for 
it as he has cards which compoſe it, and whoever has 
the point counts it firſt, whether he is eldeſt or youngeſt; 
but if the points are equal, neither can count: it is the 
ſame when the two players have wo tierces, quarts, 
quints, &c. 

There are fix. kinds of tierces; one compoſed of an 
ace, a king, and a queen, called a tierce-major; a ſe- 
cond of a king, a queen, and a knaye, called a'tierce 
:rom a king; a third of a queen, a knave, and a ten, call- 
ed a tierce from a queen; a fourth of a knave, a ten, 
and a nine, called a tierce from a knave; a fifth of a ten, 
2 nine, and an eight; and a ſixth of a nine, an eight, 
and a ſeven, called a tierce minor. 

You mult obſerve that all the cards of a TERROR as 
well as of the quarts, int &c. muſt be of the ſame 


There are five kinds of quart 8 (pronounced carts 5 
the fult, called a quart-major, is compoſed of an ace, 
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king, queen and knave; the ſecond, a quart from a king, 
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of king, queen, knave, and ten; the third, a quart froni 
2 queen, of qucen, knave, ten, and nine; the fourth, a 
quart from a knave, of knave, ten, nine, and eight; and 
the fifth, a baſle. quart „or a quart-minor, of à ten, nine, 
eight, and ſe ven. e 
There are four ſorts of quints (pronounced kents;) 
the firſt, a quint- major, of ace, king, queen, knave, and 
ten; the fecond, a quint from a king, of king, queen, 
knave, ten and nine; the third, a quint from à queen, 
oF a queen, knave, ten, nine, and eigbt; and the fourth, 
a quint-baſſe, of knave, ten, nine, eight, and ſeven. 
There are three ſorts of ſixiemes; the firſt, a ſixieme- 
major, of ace, king, queen, knave, ten, and nine; the 
ſecond, a ſixieme from a king, of king, queen, knave, 


ten, nine, and eight; and the third, a ſixieme from a 
queen, of queen, knave, ten, nine, eight, and ſeven. 


There are two kinds of ſeptiemes; firſt, a ſeptieme- 
major, of ace, king, queen, knave, ten, nine, nd eight; 
and ſecond,'a ſeptieme. from a” king, of king, queen, 
knave, tep, nine, eight, and feven, — 
There is but one ſort of hvitiemes, which is compoſed 
of ace, king, queen, knave, ten, nine, eight, and ſeven, 
that is, of all the cards of the fame uit. | 
Theſe ſequences are what it is alwaysproper each play- 
er ſhould have regard to in laying out, it being much to 
his advantage to have them; for-if a tierce is good, he 


who holds it counts three for it, four for a quart, fifteen 


for a quint, ſixteen for a ſixieme, ſeventeen for a ſepti- 
eme, and- eighteen for a huitieme. If your point is 
good, you count as many points as the number of the 


cards it conſiſts of; as, for example, if you have 2 


quart- major, and it is alſo good for point, you count four 
for the point, and four for the quart, which makes eight, 
and alſo the ſame for the quints, ſixiemes, &c. 
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: But if your point is good, and you have neither tierce 


conſiſts of cards, 


nor quart, you only count as many for the- point as it 


* 


All tierczs, quarts, quints, &c. are ſequences,” and 
in favour of one of them being good, you reckon the 
leſſer ſequences, although yqur adyerlary, may have bet- 
ter, and you count for them how ſmall ever, your 75 
dee ee ene eee your ſuperior ſe- 
quence; but omg the ſuperior ſequences be alike in 
both the players' hands, whoever ſhould hold ſeveral 
other ſequences, either of the ſame goodneſs or leſſer, 


nevertheleſs cannot court one. 

fter each of the players has taken in the cards 
which belong to him from the talon or ſtock, he ſhould 
fort his cards to ſee what he has to reckon, and put to- 
gether the moſt cards that he hath of one ſuit to make 
his point, and then, declare it: if the younger hath a 
better point, he muſt. anſwer, not. good; if he hath as 


* 


good, he muſt anſwer, egual; and if he hath leſs, hg 
mult anſwer, good, After the elder hand hath counted 
the point, he ſhould examine if he hath not any tierce, 
quart, quint, &c. and then ſee if he hath any quatorze 
or three of aces, kings, &c. that he may reckon them, 
if his adverſary doth not hinder him by having bette®, 
The points, the tierces, quarts, quints, &c. are to bg 
ſhewn, on the table, that their value may be ſeen and 


reckoned; but you are not obliged to ſhew quatorzes, 
or three aces, kings, &c. 


— 


Four aces, four kings, four queens, four knaves, and 


fout tens, are each called quatorze, and are reckoned for 
lo many, viz. fourteen; three aces, three kings, three 
queens, three knaves, and three tens, each reckon fox 
Aſter that each hath examined his game, and the 
eldeſt, by the queſtions he hath aſked, ſeen every thing 
that is good in his hand, he begins to reckon, The 
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carte blanch 1s firſt reckoned, and if he hath it, is worth 
ten points; then the point is reckoned, then the ſe- 
quences; and laſtly the quatorzes, or threesof aces, kings, 
&c. after which he begins to play his cards, for each of 
which he counts one, except it is a nine or an inferior 
r e 30 4177) eee A 
After the elder hand hath led his firſt card, the 
younger ſhews his point, if it is good, alſo the ſequences, 
quatorzes, or threes of aces, kings &c. or carte blanche 
if he has it; and having reckoned them all together, 
he takes the firſt trick if he can with the ſame ſuit, and 
counts one for it; if he cannot, the other turns the trick 
and continues; and when the younger hand can take 
the trick, he may lead which ſuit he pleaſes. ates 
In regard to the manner of playing the cards, as it is 
cuſtom and practice which teaches it in the moſt ad- 
yantageous manner for the player, I ſhall only ſet down 
in general what can be ſhewn in writing. 1 
It is certain that a good player is principally known 
from an indifferent one. by the manner of playing his 
cards, and it is not poſſible to play without knowing the 
ſtrength of the game; that is to ſay, that by your own 
hand you fhould know what your adverſary may hold, 
and what he muſt have diſcarded, and taking great no- 
tice what he hath ſhewn or reckoned. . 
Ihe firſt intention of a player is, to get the cards; the 
econd is, to make as many points as you can, and hin- 
der your adverſary from ſo doing: but the principal 
end is to gain the cards, far which you count ten. 7 
1 muſt acquaint thoſe who have no knowledge off 
the game, that there are no trumps at piquet, but the), 
higheſt card of the ſame ſuit takes the trick ; for if, for 
Example, one plays the king of ſpades, and the other 
has the ace, he takes the trick; whereas if one plays the 
| ſeven of ſpades, and the other has no card of that fuit, 
| though he ſhould throw down a card of ſuperior value] 6 


| ſeven of ſpades. 


9H 
of another ſuit, the trick will be for him that led the 
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If the elder hand has the misfortune to have neither 
point, ſequence, quatorze, or threes which are good, he 
muſt begin to count by playing that card which he judges 
moſt e and continue to play until his adverſary 
has played a ſuperior, to lead in his turn. 


This method of playing mult be continued till all the 


twelve cards are played, and he who takes the laſt, trick 


counts two, xg i aerated Tos 
Then each player counts how many tricks he has 
taken, and he who hath the moſt tricks reckons ten for 
having gained the cards; but if they are equal, neither 
fide can count any for the cards. "lan 
As ſoon as each deal is finiſhed, each player ſhould 


ſet down with counters or other marks how many points 


| he hath made, and fo proceed until the game is finiſhed; 


and after each deal the cards muſt be ſhuffled and cut 
for the next. | 1 25 | 

At piquet each takes his turn to deal, unleſs the game 
is finiſhed in one deal. | 1 0 1 21 

When you begin another game, the cards muſt be cut 
afreſh for the deal, unleſs it is agreed upon, when you 
firſt begin to play, that the deal ſhall go on; in that caſe 
they muſt deal alternately. $7 
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I, YOU are to play by the ſtages of your game; 
What is meant by them, is, that when you are 


backward in the game, or behind your adverſary, you 
are to play a puſhing game, otherwiſe you are to make 
twenty-ſeven points elder-hand, and thirteen / points | 
younger-hand; and you are always to compare your 
game with your adverſary's, and diſcard accordingly. 
IT. You are to diſcard in expectation of winning the 


: © a0 
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cards, which is ſo eſſential a part of the game, that it 
generally makes twenty-two or twenty-three points 
difference; therefore you are not to diſcard for low 
quatotze, ſuch as three queens, three knaves, or three 
tens, becauſe in any of theſe caſes the odds are three to 
one, elder hand, that you do not ſucceed, and feventeen 
to three, younger-hand : for let us ſuppoſe you ſhould 
go for a quatorze of queens, knaves, or tens, and 
throw out an ace or a king, by fo doing you run the Tiſk 
of loſing above twenty points, in expectation of win- 
ning fourteen points. 0 
III. At the beginning of a party you ate to play to 
make your game, which is twenty-ſeven points elder. 
hand, and thirteen ry younger-hand: therefore 
ſuppoſe you are elder- hand, and that you have a tierce-M 
major, and the ſeven of any ſuit, it is five to two but 
that you take in one card out of any four certain cards; 
therefore ſuppoſe” you ſhould have three queens, chree 
knaves, or three tens, you are.in this caſe to difcard one 
of them preferably to the'ſeven of ſuch a ſuit, becauſe it 
is three to one that you do not take in any one certain 
card, ederchand,''to make you a quatorze, and conſe- , 
gently yon diſcard the ſeven of ſuch a ſuit to a great dil 
advantage. 55 JFC 
IV. If your adverſary is greatly before you in the > 
game, the conſideration of winning the cards muſt be ,j 
put quite) out of the queſtion ; therefore ſuppoſe yo ., 
ſhould have a quart to a queen, or a quart to a knave; 
in hich caſe it is only about five to four, being eldet. 


Foy ww a—_ 2 


hand, but that you take in a card to make you a quint f. 
and about three to one but that you take in a queen. MM, 1, 
-knave, or ten; and ſhould you have thtee of either e 
dealt you, it is good play to make a/puſh for the game, th. 


part if it is fo far advanced as to give you but 
de chance for it in another deal; and in this, and 
other caſes, you may have recourſe to the calculation 
aſcertaining the odds. — 
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t it V. To gain the point, generally makes ten points 
nts difference; therefore when you diſcard, you mult en- 
low WM deiyour to gain it, but not riſk the lofing of the cards 
ee By by ſo doing. 
e to VI. The ſaving of your lurch, or the lrchakg of 
een By your adverſary, 1 is 10 materia}, that you ought always to 
uld BY riſk ſome points to acesthpliſh either of them. 
and VII. If you have fix tricks, with any winning card 
riſk BY in your hand, never fail playing that card; becauſe, at 
in- leaſt, you play eleven points to one againſt yourſelf by 
: fo doin g, unleſs in play you Weds what cards gone ad- 
to verſary has laid out. 
der. VIII. If you are greatly Wake In the game, as 
fore ſuppoſe you are eighty to fifty, i in that caſe it is your in- 
ce. tereſt to let your adverſary gain two points for) Out one 
but BY as often as you can, eſpecilally if the next deal'vos are 
rds; to be elder-hand; but if on the contrary ydu axe to be 
bree younger-hand, and are eighty-ſix to fifty or fixty, neve: 
950 regard the loſing two or three points for the gaining of 
neu one, becauſe that point brings you within y6ur- ſhew. 
tain IX. The younger-hand is to play upon'the defenſive; 
nle- therefore, in order to make his thirteen points, he is to 
dil: carry tierces, quarts, - and eſpecially to ſtrive for the 
„point: but ſuppoſe him to have two tierces, from a "ng, 
queen, or knave, as it is twenty- nine to twenty. eight 
that he ſucceeds, he having in that caſe four certait, 
cards to take in to make him a quart to either of theni, 
and, perhaps; thereby fave a pique, &c. he ought pre- 
ferably to go for that which he has the moſt chance to 
ſucceed in: but if, inſtead of this method of play, he ha- 
three queens, knaves; or tens, and ſhould attempt ts 
carry any of them preferably to the others, the odd, 
that. he does not ſucceed being ſcventeen to th; 
againſt him, he conſequently diſcards to a great difuch 
vantage. _y * 


98 THE GAME OF PIQUET. 


X. The elder or younger hand is ſometimes to-ſink 
one of his points, a tierce or three kings, queens, knaves, 
or tens, in hopes of winning the cards; but that is to be 
done with judgment, and without hefitating. 
XI. It is often good play for a younger hand not to 
call three queens, knaves, &c. and to ſink one card of 
his point, which his adverſary may ſuppoſe ta be a guard 
to a king or queen, W 
XII. The younger-hand having the cards equally 
dealt him, is not to take in any card, if thereby he runs 
the riſk of loſing them, unleſs he is very backward in 
the game, and has then a ſcheme for a great game. 
XIII. If the younger-hand has a probability of ſay- 
ing or winning the cards by, a, deep diſcard; as, for ex- 


ample, ſuppoſe he ſhould have the king, queen, and nine | 
of a ſuit; or the king, knave, and nine of a ſuit; in this 
caſe he may diſcard either of thoſe ſuits, with a moral i © 
certainty of not being attacked in them; and the odds 
that he does take in the ace of either of thoſe ſuits being : 


_ againſt, him, it is not worth his while to diſcard other- 
wiſe in expectation of ſucceeding. Avg 1 t 
XIV. The younger hand having three aces dealt 


him, it is generally his beſt play to throw out the fourth n 

XV. The younger-hand is generally to carry guard a 
to his queen-ſuits, in order to make points, and to ſave P 
the cards. „ | < 


XVI. When the younger-hand obſerves that the 
elder-hand, by calling his point, has five cards, which 
will make five tricks in play, and may have the ace and e 
queen of another ſuit, he ſhould throw away the guard 
to that king, eſpecially if he has put out one of that 6 
ſuit, which will give him an even chance of ſaving the > 
cards. | | N 

XVII. If the elder-hand has a quart to a king dealt 
him, with three kings, and three queens, (including the 
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king to his quart) and that he is obliged to dif ad ejther 
one of his quart to the king, or to di card a k nz or 
ueen ; 
Dre. Which is beſt for him to diſcard? | 
Anſ. The chance for taking in the ace or nine to [11s 
quart to a king, being one out of two certain cards, 1+ 
exactly equal to the taking either a king: or a queen. 
having three of each dealt him; therefore he is to diſ- 
card in ſuch a manner as gives him the faireſt probability 
of winning the cards, 
The foregoing caſe may be a general direction to 


| diſcard in all caſes of the like nature, either for the elder 


or younger-hand. 

XVIII. Suppoſe the eider-hand has taken in his 
five cards, and that he has the ace, king, and knave of 
a ſuit, having diſcarded two of that ſuit; he has alſo the 


| ace, king, knave, and two {mall ede of another ſuit, 


but no winning cards in the other ſuits; 

Duere. Which of theſe ſuits is he to play from, i! in 
order to have che faireſt chance of winning or faving 
the cards? 

Anſ. He is always to play from the ſuit of whieh 
he has the feweſt in number; becaulc, it he finds his 
adverſary guarded there, the probability is in his favour 
that he is unguarded in the other ſuit; and thould he 
play from the ſuit of which he has che moſt in number, 
and finds his adverſary's queen guarded, in that cafe he 
has no chance to fave or win the cards. | 

XIX. If the elder-hand is ſure to make the cards 


equal, by playing of them in any particular manner, and 


is advanced before his adverſary in the game, he is not 


8 


to riſk the loſing of them; but if his adverſary i is greatly 
before him, in that caſe it is his intereſt to riſk the loſing 
of the cards, in x expectation of winning them. 
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Particular Rules and Caſes. 
I. QUPPOSE you are elder-hand, and that you have 
dealt you a quart-major, with the ſeven and eight 
of clubs, the king and ten of diamonds, the king and 
nine of hearts, with the ten and nine of ſpades; 1 
Quere. Whether you are to leave a card, by carrying 
the q quart-major and two more of the ſame ſuit for the 
point, with two other kings; or to throw out one card 
of your point? 
Anf. If you throw out one card of your point, tens 
is a poſſibility that you reckon only five points, and that 
your ady erfary may win the cards, by which event he 
gets eleven points, beſides his three aces, &c. which 
gives you a bad chance for the game, but by leaving a 
card, and admitting that one card of conſequence hes 
in the five cards w chich you are entitled to take in, it 
follows, that you have four chances to one againſt leav- 
ing that card, and conſequently it is your " intereſt to 
leave a card: the odds are allo greatly in your favour, f | 
that you take in ſome one of the following. cards in your 
four cards, viz. there are two to your points, three aces, I + 
and one king. , 
II. If you ſhould bappen to have the ace, king, and) 
four ſmall cards of any ſuit, with two other kings, and 


no great ſuits againit you, the like method of the former , 
caſe may be practiſed. | 
III. Suppoſe you ſhould have the King, queen, and 8 
four of the ſmalleſt clubs, the king and queen of dia-] 
monds, the ace and knave of hearts, and the king and 5 


nine of fpacl CS; 
Puere, How are you to diſcard, with a probability of A 


waking the mo{t points? 
Lnf. You are N throw out the queen and four ſmall , 

clubs, and to carry three entire ſuits, with the king of þ 

cubs; tor this realon, becaule the chance for your tak. | 
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ing in the fourth king is exactly the ſame as the chance 
of taking in the ace of clubs; in either of which caſes it 
is three to one againſt you: but if you fail of taking in 
the fourth king, by diſcarding thus, you have a fair 
chance to win the cards, which will probably make 
twenty-two points difference. But ſhould you diſcard 
with an expectation of taking in the ace of clubs, and 
hould happen to fail, you being obliged to throw out 
ſome of your great cards, you would have a very diſtant 


chance of either ſaving or winning the cards. | 


IV. Suppole you ſhould have the king and queen of 


clubs, a tiexce-major in diamonds, queen and knave of 


hearts, and a quint from the knave of ſpades; 


Ruere. How are you to diſcard, with a probability 


of making the moſt points? 


Anſ. You are to throw out a quint to a knave in 


ſpades, in order to make the moſt points; becauſe, let us 


admit that your quint is good for every thing after you 


have taken in, you in that cafe only ſcore nineteen points 


it you carry it, and you probably give the cards up, and 


alio the chance of the quatorze of queens, beſides a 
great number of points in play; and confequently, by 
carrying the quint, you would diſcard to a great difad- 
vantage. | 3 

V. Suppoſe you have the king, queen, ſeven, eight, 
and nine of clubs; the queen and knave of diamonds; 
the queen, ten, and nine of hearts, with the ace and 


nine of ſpades; | 


Quere. How are you to diſcard? _ 
Anſ. Youare to difcard the king, ſeven, eight, and 


nine of clubs, and the nine of ſpades; by which means 
vou do not only go for three ſuits, but you have the 


lame chance for taking in the fourth queen, as you 
would have to take in the ace of clubs: beſides, the pro- 
bability of winning the cards is greatly in your fayour by 
this method of diſcard g. 
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VI. Suppoſe you have the queen, ten, nine, eight, 
and ſeven ot clubs; the knave and ten of diamonds: the 
king, gueen, and knave of hearts, with the ace and nine 
of ſpades; SE | 

Quere. How are you to diſcard? 5 

if. You are to dilcard the five clubs; becauſe it is 
three to one that you do not take in the knave of clubs; 
and the carrying three entire ſuits gives you a fairer 
chance to {core more points. | 

VII. Suppoſe you have the ace, queen, and knave 
of clubs; the king, queen, and knave of diamonds; the 
queen and knave of hearts, with the ten, nine, eight, 
and ſeven of ſpades; 

Quere. How are you to diſcard? 

Anſ. You are to diſcard the ace of clubs and the four 
ſpades, becauſe it is only five to four but that you take 
in a queen or a knave; it is alſo about three to two that 
you take in an ace: you have alſo three cards to your 
tierce to a king to take in, vi. the ace and ten, or the 
ten and nine, to make you a quint; all which circum- 
ſtances conſidered, you have a fair probability of making 
a great game: whereas, if you ſhould leave a card, by 
throwing out the four ſpades only, you run the riſk of 
leaving one of the following cards, viz. the king of 
clubs, the ace of diamonds, the ace, queen, or knave of 
des; in any of which caſes you would probably loſe 
more points than by throwing out the ace of clubs; and 
it you ſhould carry two ſuits, viz, three clubs, three 
diamonds, and the queen of hearts, you run the riſk of 
putting out fourteen points; and it is only five to four 
againſt your taking in a queen or a knave, and therefore 
you would diſcard to a great diſadvantage. 

VIII. Suppoſe you have the king, queen, and ten of 
a ſuit, and that your adverſary bas the ace, knave, and 
one ſmall card of that ſuit; and that you have only 
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Z thoſe three cards left, and ydu are to make three points 
of them; 


Quere. What card are you to play? 
Anſ. Y ou are to play the ten. 
IX. Suppoſe you have the ace, queen, ten, and nine 


of clubs, alſo the king, queen, ten, and nine of diamonds; 


Quere. Which of theſe ſuits are you to carry, in or- 


der to have the faireſt probability of ſcoring the greateſt 
number of points? al 
Anſ. You are to carry the king, queen, ten, and 
nine of diamonds, becauſe the chance of taking in the 
ace of diamonds is exactly equal to that of taking in 
the king of clubs; and alſo the chance of taking in the 
2 knave of diamonds is equal to that of taking in the 
knave of clubs; by which manner of diſcarding you 
have a probability of ſcoring fifteen points for your 
quint in diamonds, inſtead of four points for the quart 
in clubs; and the chance for winning the cards is better, 
becauſe by taking in the ace of diamonds you have ſeven 
tricks certain, which cannot happen by taking in the 
king of clubs. 


X. Suppoſe you have four aces and two kings dealt 
you younger-hand, in order to capot the elder-hand, 


you are to make a deep diſcard, ſuch as the queen, ten, 
and eight of a ſuit; by which means, if you happen not 


to take in any card to ſuch ſuit, you may probably capot 


the adverſary. 


XI. Suppoſe elder-hand, that vou have the ace, 
queen, ſeven, eight, and nine of clubs, alſo the ace, 


| knave, ſeven, eight, and nine of diamonds; 


Quere. Which ſuit are you to carry in order to make 


the molt points? 


Anſ. You are to carry the ace, knave, ſeven, eight, 
2nd mine of diamonds, becauſe the taking in the king of 
djamonds is equal to the taking in the king of clubs, 
and conſequently as good for winning ttc cards; but 


7 1 n " 


M 
a, 


1 


* * F 8 * * * * 5 * * i — 
wig" 1 20 neee eee. 


n N 


104. THE GAME Or PIQUET. 


you bave the chance of taking in the ten of diamonds 

to make you fifteen points, which event cannot happen 

by taking in any one certain card in clubs. 

XiII. Cuppoſe elder-hand, that you have the ace, 
queen, ſeven, eight, and ten of clubs, alſo the ace, knave, 5 
leren, eight, and ten of diamonds; 5 

Ogre. Which ſuit is belt to carry? 

Anſ. You are to carry the ace, knave, ſeven, eight, 
and ten of diamonds, becauie the chance of taking in 
the king of diamonds is equal to the chance of taking in 
the king of clubs, and conlequently as good for winning 
the cards; but you have an additional chance of taking 
in the nine of diamonds to make your fifteen points, 
which event cannot happen by * in one certain card 
in clubs. 

XIII. Suppoſe you have the ace, queen, ten, and 
O more of a ſuit; alſo the ace, queen, and ten of 
another ſuit only. And let us ſuppoſe that your ad- 
verfary has ſhewn fix cards for his point; ſuppoſe the 
. ace, queen, and four ſmall ones, and ſuppoſe you are 

. cuarded in that ſuit; as ſoon as you have the lead, you 
are to play from the ſuit of which you have the feweſt 
in number, becauſe if he is guarded in that ſuit, he is 

probably unguarded in the other ſuit; but ſhould you 

Login with the ſuit of which you have the moſt in num- 

Ser, 1t he happens to be guarded there, you have then 

20 chance to win the cards; which may prove other- 

wie, if you begin with the ſuit of which you have the Þ | 

feweſt in number. If he is guarded in both ſuits, you Þ | 
have no chance to win the cards. | 


Some Computations to Diſcard wad: any Hand. 


[ HE chance of an elder-hand's taking in one cer- 
tain card, is three to one againſt him. | 
II. That of his taking 1 in two certain cards, 1 is 18 to 


1 againſt him. 


THE GAME OF PIQUET, 105 


III. I would know what are the odds that an elder- 


hand takes in four aces? 3 
| Againſt him. For him. 


Anſ. That he takes in 4 986 to . 
aces, is 1 | 
At leaſt 3 of them, is about 33 to I 
2 of them 3 to I | 
. 1 of them 2 to 5 
„IV. If an elder-hand has one ace dealt him, what are 5 
IN 6g k 2 
. the odds that he takes in the other three? 3 
285 8 Againſt him. For him. A 
"> © Ar. That he takes in the 1 
183 aces - | ASS 118 Fl 
s, At leaſt 2 of them, about 6 to I E. 
d 1 of them 1 to * 
V. If an elder-hand has two aces dealt him, what are ve 
ad the odds that he takes in the other two? 5 
ri Againſt him. For him. 8 2 
| , Y 
on At leaſt 1 of them, is near 5) 21 17 0 
to 4 againſt him, or 5 
eſt VI. In caſe the elder- band has two aces and two 9 
18 kings dealt him, what are the odds that he takes in 7 
ou either the two aces or two kings remaining? 1 
m- Againſt him For him, 8 
en 45 It is about 17 00 bY 
er- VII. Eider-hand having . ace nor king dealt . 
he bim, what is his chance to take in both an ace and a 175 
oO u king 1 in 2, 3 4, or 5 cards? 5 2 | I ef 
| Ala h ina For kim. 
oy In 2 cards, is about 5: 44340 L 
In 3 cards 4 0 $550 
er-! In 4 cards — ; 9 to 1 22 


In j cards - : mes 33 to $45) 
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VIII. What are the odds that a younger. hand takes 


n two ceftuin d ards? 
Againſt him. For kim, 
Aul. 62 tO 1 
What are the odds that a younger-hand takes in three 


certain cards? 
Againſt him. For him, 


Anf. — 1439 to 1 
IX. The younger-hand having no ace dealt him, 
what chance has he for his taking one? HP. 
Againſt him, For him, 
Anſ. It is 2 29 
X. If the younger. hand has one ace dealt him, what! 
are the odds of his taking in one or two of the three A 
remaining aces? 2 


Anſ. That he takes 1 
two of them, is about 
At leaſt one of them — 3 to 2 
XI. What are the odds that the younger-hand takes Þ 

13 one certain card? 


Againſt him. For him, 
21 to 1 "I 


Againſt him. For him. 
ä 


BE Anſ. That he does not 
— take it in, is 


tens. 
II. Second cas; to take in two certain card: 


elder-hand, is 18 to 1 againſt you, 


= What are the odds of a carte-blanche? 

W — him. For him. 
1 Anf. — 1791 to 1 

5 Fr | 

OY Explanation of the 7 Calculations. 

* J. AS by by the firſt calculation it is three to one, that, F 
1 4 being elder-hand, you do not take in one certain Þ 
1 card; you have, tnerefore, a better chance of advancing « 

1 your game, by carrying two ſuits for points and the) 
— 1 cards, than by aming at quatorze of queens, knaves, or a 
©; +86 | q 
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Therefore ſuppoſe you have a quart-major, and two 
other aces dealt you, the odds that you do not take in 
the ren to your quart-mojor, and the other ace, is 
eichtean to one againſt you; but that you take in one 
of them, is only twenty-one to ſeventeen againſt you. 
And fupoole you have three aces and three kings dealt 


vou, the ods are e12hteen to one againſt your taking 
in the other te and the other king; yet it is not much 


above five to four but that you take in one of them. 
This example ſhews how you are to diſcard in caſes of 
the hke nature. 

III. The odds in taking in four certain cards, as four 


Z aces, &c. being nine hundred and ſixty- eight to one by 
the third calculation, is ſo great a chance of not ſuc- 
ceeding, that it is ſcarce worth further notice. 


But to take in three cards out of any four certain 


cards, elder-hand, is only thirty-three to one againſt 


"Ou. | 

Example. Suppoſe you have two aces and two kings 
dealt you, the odds of taking in three of them out of 
four certain cards, ſuch as two kings and one ace, or 


| two aces and a king, are only thirty-three to one againſt 


you. | 
P.ut ſuppoſe you ſhould want to take in any two out 
of four certain cards, ſuch as the queen of clubs, the 


ten of diamonds, the ace of ſpades, and knave of hearts, 
being elder-hand, it appears by the calculation to be 


three to one againſt you; and the odds are the fame foi 
any two out of four certain cards. 


| But if, being elder-hand, you only want one card 


out of four, the odds are five to two in your favour that 


you take it in. Therefore, if you have four tens, or 
any inferior quatorze dealt you, and no ace, it is great 


odds in your fa your, that, being elder-hand, yor take in 
one ace, and ought to play your game accordingly. 


But you mult always conſider the diſadvantage either 
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of loſing the cards, or running the riſk of a capot, which 
you run the hazard of, by ſpoiling your hand with 
keeping four tens when they are not good. 

IV. By the fourth calculation; if you have one ace 
dealt you, it is one hundred and thirteen to one that you 
do not take in three others; forty-nine to eight, or 
about fix to one, that you do not take in two out of 

three; but that you take in one out of the three, is about 
three to two in your favour, or one hundred and thirty 
leven to ninety-one. = 

As for example. You have a quart from a ins, 
and two kings more dealt you; as it is three to two that 
you take in either ace or nine to your quart to the king, 
or the fourth king, as you have the chance of reckoning 
tourteen or fifteen points by this method of diſcarding, 
vou ought to play accordingly. And this method ſhews 
you how to play any hand of the like ſort. 

But if you ſhould diſcard with an expectation of tak- 
ing in two cards out of three certain cards, the odds 
again(t ſuch an event being above ſix to one, your game 
muſt indeed be very deſperate if you attempt to diſcard 
to that purpoſe. The chance of taking in three certain 
cards, being one hundred and thirteen to one, 1s a very 
diſtant chance; yet even ſuch does happen ſometimes, 
but never oughtto be ventured upon, but when a man 
has no other reſource in the fame. 

V. The fifth calculation is, that if you have two aces 
dealt you, it is eighteen to one that you do not take in 
the two other aces; but only ſeventeen to twenty-one 
that you take in one of them. Let us illuſtrate the uſe 
of this by an.example. Suppoſe you have a quart-major 
dealt you, and a quart to a king, and that you are greatly 
behind your adverſary i in the game, to take 1n the ten to 
your quart- major is three to one againſt you; but to take 
in the ace or nine to your quart to the king, is oF 
about ive to four againſt you, | 
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Alſo by the ſame rule, ſuppoſe you have three kings 


h and three queens dealt you, the odds of your taking in 

both a king and a queen, are eighteen to one againſt 

6 you; but that of your taking one of them, is only five to 

Ju tour againſt you. Rs 7 
or All other cafes of the like nature may be diſcarded : | 
of by this method of calculation. . 
ut | VI. As by the fixth calculation, it is ſeventeen to E. 
7 two that you do not take in two certain cards out of A 
pour, ſuch as two kings, two queens, &c. you mult not, is 
g. therefore, confound this with the third calculation, 7 
ae © where the odds are not above three to one that you take = 
g, in two cards out of the four. 65 
ng VII. Having neither an ace nor a king dealt you, 7 
g. what are the odds of your taking in both an ace and a w 
WS king in two, in three, in four, or in five cards? by. 
Anſ. To take in an ace and a king; 3 
k- Againſt you. For you. þ 
ds In 2 cards is about — 11 to 1 
me In 3 cards —— 4 | 
rd In 4 cards — — 9 9 2. 
ain In 5 cards — to 31 I 
ry You may obſerve, by the foregoing calculation, what =" 
es, are the odds of taking in two, three, four, or five cards x 
an out of any eight certain cards, and conſequently diſcard » 
to the greateſt advantage. 3 Fi 
ces The foregoing calculation is either for the elder or Ny 
in | younger-hand. * 
me Þ® Ex AMrLE. Let us ſuppoſe the younger-hand to have 2 
uſe two quatorzes againſt him, he may obſerve, that it is = 
jor not above four to one but that he takes in one of each "4 
tly of them. The like rule may ſerve for any other eight by 
to certain cards. | i 
ke VIII. As by the eighth calculation it is ſixty- two to It 
nly one, that the younger-hand does not take in two certain W 
J aards, which event happening, he ought not therefore T's: 
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to run the hazard of ſo great a chance, but when his 
game is deſperate, and does not promiſe him another 
—_— = Res 

IX. By the ninth calculation, as it is twenty-nine to 
twenty-eight that the younger-hand takes in one ace, 
having none dealt him; the calculation is the ſame for 
any card out of four certain cards, 
Suppoſe you have two quarts dealt you from the king 
or queen of any ſuit, it is the ſame odds of twenty-nine 
to twenty-eight, but that you take in a card to make 
one of them a quint, and therefore you are to diſcard 
accordingly. | | uo 

As alſo, that you take in either ace, king, queen, or 
knave of any one ſuit, when a pique or repique is againſt 
you. | | 
X. The tenth calculation is, that if the younger-hand 
has one ace dealt him, it is twenty-one to one that he 
does not take in two aces, and about three to two that 
he does not take in one of them; which calculation holds 

ood in the taking in any three other certain cards. 

Therefore, for example, let us ſuppoſe, that as it is but 
three to two againſt the younger-hand's taking in one 
card out of three to ſave a pique, or a repique, it would 
generaily be reckoned pood play, either to throw one 
from his point, or diſcard a king, &c. for the chance of 
ſuch an event. . 5 
XI. By the eleventh calculation it is ſeventeen to 
three, younger band, againſt your taking in any one cer- 
tain card; therefore the odds of not ſucceeding in this 
caſe are ſo greatly againſt you, that it ought not to be 
attempted, eſpecially if the winning or ſaving the cards 
is riſked by ſo doing, except in . caſes. 5 


Curious and Inſlrufive Caſes. = 


I. QUPPOSE you are a younger-hand, and that you 
have the queen, knave, ſeven, eight, and nine of Þ t 
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clubs; alſo the ſeven and eight of diamonds, the ſeven 
of hearts, and the ten, nine, eight, and ſeven of ſpades; 
and that the elder-hand has left a card; | 
Quere. How are you to diſcard, to put it in the power 
of the cards to repique the elder-hand? 5 

Anſ. Vou are to carry the five clubs and the four 
ſpades, and to leave a card; and by taking in the ace, 
king, and ten of clubs, you repique your adverſary. 

II. Suppoſe you have eight clubs, the ace and king 
of diamonds, the ace of hearts, and the ace of ſpades; 

Quere. Whether you repique the younger-hand or 
not? | | 

Anſ. The younger-hand may have a carte-blanche, 
by having three quarts from a ten, which reckons firſt, 
and therefore 1s not repiqued. | 

III. What is the higheſt number to be made of a 
pique? _ 

Anſ. Fighty-two points. 

What are the cards which compoſe that numher? 

Anſ. A quart-major in clubs, a quart-major in dia- 
monds, ace, king, and ten of hearts, with the ace of 
ſpades. Wh TED 

This is only upon ſuppoſition that the quart-major is 
rood for every thing. | 

IV. What is the higheſt number to be made of a 
rep1que and capot? 

Anſ. A hundred and ſeventy points. 

What are the cards Which compoſe that number? 

Arſ. The tour tierce-majors, which are ſuppoſed to 
be good for every thing. = | 

V. Suppoſe you are elder-hand, and that you want 
eight points of the game, and that the younger-hand 
wants twenty-three points; and ſuppoſe you have dealt 
you the ace, king, and queen of clubs; the ace, king, 
and ten of diamonds; the ace, knave, and nine of hearts: 
the knaye, nine, and ſeven of ſpades: | a 
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Quere. How are you to diſcard, to prevent any poſli- 
bility of the younger-hand's making twenty-three points, 
and he 1s not to reckon carte-blanche? 

Anſ. Youare to diſcard the king and queen of clubs, 
and knave, nine, and ſeven of ſpades, by which method 
of diſcarding you are certain to make eight points before 
the younger-hand can make twenty-three points. 

VI. Suppole you have the ace, queen, and knave of 
clubs, with the king and ten of diamonds; and ſuppole 
your adveriary has the ace, queen, and knave of dia- 
monds, and the king and ten of clubs, your adverſary 
being tolcad, is to make five points, or to loſe the game: 

Quere. How ſhall you play to prevent him from 
making of five points? 

Añnſ. When he plays his ace of clubs, you are to play 
your king of clubs; by which means he can only make 
four points. 

VII. A and B play a party at Newer. 

They are one game each of the party. 

A has it in his power to win the ſecond game; but 

then he is younger- hand at the beginning of the next 
game. 
A has it alſo in his power to reckon only ninety: -nine 
points of the ſecond game, and B is to be ſeventy: 
Quere. Whether it is A's intereſt to win the ſecond 
me, or not? 

18 It is A's intereſt to win the ſecond game, in 
the * of fourteen to thirteen in his favour. 


Some Computations fe for laying Wagers. 


I. FT ts five to four that the elder-band wins the 
ame. 5 
II. It is about two to one * the Aa boed 4 . 
not lurch the younger-hand. 
III. It is near four to one that the youngerhand 
does not lurch the elder-hand. 
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Suppoſe A and B make a Party at Piquei. 
1. 1 has the hand: what are the odds that A wins 
& the party? 
= Ar/. About twenty-three to twenty. 

II. If A has one game, and B one game, he 
EZ who is eldeſt-hand has above five to four to win the 
1 party. 
III. If A has two games love before they cut for 


7 the party. 

IV. If A has two games "BR ad A has the hand, 
the odds are about five to one that he wins the party. 
V. If B has the hand when A is two love, the odds 
in favour of A are about three and a half to one. 
VI. If A has two games, and B one, before they cut, 
= the odds in favour of A are above two to one. 


7 odds are about eleven to four. 
VIII. If B has the hand, when A has two games to 


one, the odds in fayour of A are about nine to five. 


odds in favour of A are about ſeventeen to ſeven. 
X. If A has one game love, and younger-hand, the 
odds in favour of A are about two to one. 
8 LAWS OF THE GAME OF PIQUETF. 
in l. THE elder-hand is obliged to lay out one 
1 card. 
II. If the eider-hand takes in one of the three cards 
which belong to the younger-hand, he loſes the game. 
the III. If the elder-hand, in taking his five cards, ſhould 
happen to turn up a card belonging to the younger- 
des hand, he is to reckon nothing that deal. 
" i LV. If the elder or younger-hand plays with thirteen 
ad cards, he counts nothing. 


the deal, the odds are above tour to one that he wins 


VII. If A has the hand, and two games to one, the 


IX. If A is one game love, and cider-hand, the 


114 THE GAME OF PIQUET. "0 
V. If the elder-hand has thi: teen cards dealt him, it 
is in his option whether he will ſtand the deal or not; 
and if he chuſes to ſtand the deal, he is to diſcover it, 
and to diſcard five cards, and to take in four only. 
VI. If the elder or younger-hand reckons what they 
have not, they count nothing. 
VII. If the elder-hand touches the ftock aſter he 
has diſcarded, he cannot alter his diicard. | 
VIII. If a card is faced, and it happens to be dif- Þ 
covered, either in the dealing or in the ſtock, there muſt Þ 
be a new deal, unleſs it be the bottom card. | | 
IX. If the dealer turns up a card in dealing, belong- 
ing to the elder-hand, it is in the option of the elder. 
hand to have a new deal. 6 
A. If the younger-hand takes in five cards, it is the 
loſs of the game, unleſs the elder-hand has left twe 
cards. | 
XI. If the elder-hand calls forty-one for his point, 
which happens to be a quart-major, and it 1s allowed to 
be good, and only reckons four for it, and plays away, 
in this caſe he is not entitled to count more. | 
XII. If the elder-hand ſhews a point, or a quart, or 
tierce, and aſks if they are good, and afterwards forgets 
to reckon any of them, it bars the younger-hand from 
reckoning any of equal value. 8 
XIII. Carte-blanche counts firſt, and conſequently 
ſaves piques and repiques. It alſo piques and repiques 
the adverſary, in the ſame manner, as if thoſe points 
were reckoned in any other way. £ 
XIV. Carte-blanche reckons before any thing elſe, 
but need not be ſhewn till the adverſary has firſt dil- 
carded; only, if you are elder-hand, you muſt bid the 
younger-hand to diſcard for carte-blanche ; which after 
he has done, you ſhew your blanche by counting your Ie 
cards down one after another, 9 8 
XV. You are to cut two cards at the leaſt. 
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XVI. If you call a point, and do not ſhew it, you 
reckon nothing for it; and the younger- -hand may ſhew 
45 and reckon his point. 


XVII. If you play with eleven cards, or fewer, no 


E penalty attends it. 


XVIII If the elder-hand leaves a card, and after he 


3 | has taken 1 in, he happens to put to his diſcard the four 


cards taken in, they muſt remain with his diſcard, and 


be only play with eight cards, viz. thoſe added to his 


© diſcard. 
XIX. If the younger-hand leaves a card or cards, 
and mixes it with his diicard before he has ſhewn it to 


the elder-hand, who is firſt to tell him what he will 


Y ply the elder-hand is entitled to {ce his whole diſcard: 


XX. If the yonnger-hand leaves a card or cards, 


= does not ſee them, nor mixes them to his diſcard, 
the elder-hand has no right to ſee them; but then they 


Z muſt remain ſeparate whilſt the cards are playing, and 


the younger-hand cannot look at them neither all that 
whiſe. | 
XXI. If the n leaves a card or cards, 


and looks at them, the elder-hand is entitled to ſee 
o them, firſt declaring what ſuit he will lead. | 


oy 
F 


XXII. If the dealer deals a card too many, or too 
few, it is in the option of the elder-hand to have a new 
deal; but if he ſtands the deal, he mult leave three cards 


for the bot on agen. 


II. You are, in the firſt place, to call you 
3 and if you have two points, if you deſign to 
reckou the higheſt, you are to call that firſt, and are to 


_ abide by your firit call. 


XXIV. You are to call your tierces, quarts, 2 


Kc. next; and to call the higheſt of them, 1a cale you 


deſign to reckon them. 


XXV. Vou are to call a quatorze preferably to three 
ces, &c. if you deſign to reckon them. 
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XXVI. If you call a tierce, having a quart in your Z 
hand, you. mult abide by your firſt call. | 


„ * — w A ——— 


THE GAME OF CHESS. 


HE cheſs-board, like the draught-table, contains 
ſixty- four ſquares. The king and his officer s, being 


eight pieces, are placed upon the firſt line of the board, 


the white corner of it being towards the right-hand of 
each player. 
The white king nll be upon the fourth a black 


ſquare, at one end of the board, reckoning fromthe right: 


the black king upon the fifth a white ſquare, at the 
other end of the board; oppoſite to each other. 

The white queen mult be upon the fifth a white 
ſquare, on the left of her king. The black queen upon 
the fourth a black ſquare, on the right of her king. 

The biſhops muſt be placed on cach ſide of-the king 
and queen. 

The knights mull ſtand on each fide of the biſhops, 

The rooks, in the two corners of the board, next to 
the knights. 

The eight Pawns, to be od upon the eight {quares 
of the ſecond line. 

The pieces, and pawns, on the fide of the king, take 


their names from him, as thoſe on the fide of the queen 


do from her, and are called the pawns of the biſhop of 
the king, or of the biſhop of the queen, &c. 

The ſquares are named from the pieces, viz: where 
the king ſtands, is called the ſquare of the king; where 
his pawn ſtands, is called the ſecond ſquare ot the king; 
that before the pawn 1s calicd the third iquare of the 
king; that beyond it is called the fourth Iquars of t] the 
king; and fo of all the reſt. 
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The king moves every way, but only one ſquare at a 


The kings muſt always be one ſquare diſtant from 


cach other. 


The king may leap once in the game, either on his 


= own {1 de, or on the ſide of his queen, (viz. the rook is 


moved into the next ſquare to the king; and the king 
moves to the ſquare on the other ſide of him, which is 
alſo called caſtling;) provided nevertheleſs no piece is 


between him and the rook; nor after this rook hath 
| been moved ; nor after the king hath been moved; nor 
when the king i is in check; nor when the ſquare over 
Eg which he means to leap is viewed by an adverſe man, 


who would check him in his paſſage. 

The queen hath the move of the rook, and the biſhop. 
She moves in a ſtraight line, and alſo angularly. 

The biſhops move only angularly, backward or for- 
ward, in the ſame colour as at firſt placed. 

The knights move obliquely, backward or forward, 
apon every third ſquare, including that which they food 


= on, from black to white, and from white to black, over 
the heads of the men. 


The rooks move in a right line, through the whole 
ale, and back again. 

A pawn moves one {quare at a time, in a firaip ht 
line forward, and takes the enemy angularly. 5 


be moved two ſquares the firſt move, but never moves 
backwards. N. B. The king's biſhop” S Pawn is reckon- 
| ed the belt. 


if the ſquare over which your pawn leaps is viewed 


by a contrary man, that man may take the pawn in his 


veſſioe, and then he muſt place himſelf in the ſquare 
over which the pawn leaps. 

When a pawn gets at the head of the board upon the 
ſirlt line af the adverſary, he may be changed for any 
one of the pieces loſt in the courſe of the . 
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which you take the contrary man. 
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The men take the adverſary's men who ſtand in 
their way, provided the road lies open to them; or they 
may refule it if they think proper. . 4. 

You muſt ſet down your man in the fame ſquare in 


The men can move the whole length or breadth of 


the board, or from one angle to the other, except the 
king, knights, and pawns. | 


When the adverſary king is in a ſituation to be taken 
by you, you mult ſay check to him; by which you give 
him warning to defend himſelf, either by changing his 
place, or by covering himſelf with one of his own men, 
or by taking the man who aſſaults him: if he can do 
none of theſe things, he is check-mated, and loſes the 

Me. | 5 

The king cannot change his ſquare, if he by fo doing 
goes into check. | „ 8 N 

When the king has no man whom he can play, and 
is not in check, yet is ſo blocked up, that he cannot more 5 
without going into check, this poſition is called a air. 
mate. In this caſe the king, who is ttale-mated, wins 
the game. | 

MR. HOYLE'S RULES FOR CHESS. 
J. you ought to move your pawns before you {tir 
your pieces, and afterwards to bring out your 
pieces to {ſupport them; therefore the kings, queens, and 
biſhops pawns ſhould he the firſt played, in order to oper 
your game well. 

II. You are not, therefore, to play out any of your 
pieces early in the game, becauſe you thereby Joſe 
moves, in caſe your adverſary has it in his power, by 
playing a pawn upon them, to make them retire, and 
alſo opens his game at the ſame time; eſpecially avoid 
playing your queen out, till your game is tolerably well 
opened. 


8. 


u ſtit 
your 
8, and 


) Open 


piece away. | | 
IV. Never crowd your game by having too many 
pieces together, for fear of choaking up your paſſage, 10 
as to hinder your advancing or retreating your men as 
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III. Avoid giving uſeleſs checks, and never give any 


[2 unleſs you thereby gain ſome advantage, becauſe you 


may loſe the move if he can either take or drive your 


3 occaſion may require. | 


V. If your game happens to be crowded, endeavour 


to free it by making exchanges of pieces or pawns, 
and caſtle your king as ſoon as you conveniently can. 


VI. Endeavour to crowd the adverſary's game, which 
is to be done thus: when he plays out his pieces before 


he does his pawn, you are to attack them as ſoon as you 
can with your pawns, by which you may make him 
loſe moves, and conſequently crowd him. | 


VII. Never attack the adverſary's king without a 


# ſufficient force; and if he attacks your king, and you 
have it not in your power to attack his, you are to offer 
# exchanges with him; and if he retires, when you preſent 
a piece to exchange, he may loſe a move, and conſe- 
| quently you gain an advantage. 1 

VIII. Play your men in ſo good guard of one 


another, that if any man you advance be taken, the ad- 


verſe piece may alſo be taken by that which guarded 
yours, and, for this purpoſe, be ſure to have as many 
guards to your piece, as you fee your adverſary advan- 


ces pieces upon it; and if you can, let them be of leſs 
value than thoſe he aſſails with. | 
cannot well ſupport your piece, ſee if by attacking one 

| of his that is better, or as good, you cannot thereby 
| fave yours, 


IX. Never make an attack but when well prepared 


for it, nor give uſeleſs checks, for thereby you open 


your adyerſary's game, and make him ready prepared 


If you find that you 
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to pour in a ſtrong attack upon you, as ſoon as Jon ; 
weak one is over. F 
X. Never play any man till you have examinetÞ 
whether you are free from danger by your adverſary 
laſt move; nor offer to attack till you have conſidered 
what harm he would be able to do you by his neu 
moves, in conſequence of yours, that you may prevenW 
his deſigns, if hurtful, before it be too late. ” 
XI. When your attack is in a proſperous way, never 
be diverted from purſuing your ſcheme (if poſſible) on 
to giving him mate, by taking any piece, or other ad 
vantage, your adverſary may purpoſely throw in vou 
way, with the intent that by your taking that bait be 
might gain a move that would make your deſign mi 
carry. 2 
XII. When you are a a well-laid attack, by : 
and it neceſſary to force your way through your: adver 15 
ſary's defence, with the Joſs of ſome pieces; if, upon 
counting as many moves forward as you can, you find 
a proſpect of ſucceſs, ruth on boldly, and facrifice 2 
Piece or two to gain your end: theſe bold attempts 
make the fineſt games. 
XIII. Never let your queen ſtand fo before your 
king, as that your adverſary, by bringing a rook or: 
biſhop, might check your king if ſhe were not there, 
for vou might hardly chance to fave her. 

XIV. Let not your adverſary's knight (eſpecially i 
duly guarded) come to check your king and queen, 0! 
your king and rook, or your queen and rook, or you! 
two rooks, at the ſame time; for in the two firſt calcs 
the king being forced to go out of check, the queen 0 
the rook muſt be loſt; and in-the two laſt caſes, a roch 
muſt be loſt, at beſt, for a worſe piece. 

XV. Take care that no guarded pawn of your ad 
verfary's fork two of your pieces. 
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XVI. When the kings have caſtled on different 
ſides of the board, the adverſary muſt advance upon the 


other king the pawns he has on that fide of the board, 
taking care to bring his pieces, eſpecially his queen and 
rooks, to ſupport them; and the king that has caſtled 
is not to ſtir his three pawns till forced to it. Ts 

XVIL. In playing the game, endeavour to have a 
move as it were in ambuſcade; what is meant by it is, 


fail : to place the queen, biſhop, or rook behind a pawn, or a 
* piece, in ſuch a manner, as that upon playing that pawn, 
er ad. or piece, you diſcover a check upon your adverſary's 


king, and conſequently may often get a piece, or ſome 


other advantage by it. | 
XVIII. Never guard an inferior piece with a better, 


may in that caſe be, as it were, out of play; for the ſame 


reaſon, you ought not to guard a pawn with a piece, 
if you have it in your power to guard it with a pawn. 


XIX. A pawn paſſed, and well ſupported, often 


coſts the adverſary a piece. And if you play to win 
the game only, whenever you have gained a pawn, or 


any other advantage, and are not in danger of loſing 


the move thereby, make as frequent exchanges of pieces 


as you Can. 
XX. It you have three pawns each upon the board, 


and no piece, and you have one of your pawns on one 
tide of the board, and the other two on the other fide, 
and your adverſary's three pawns are oppoſite to your 


two, march with your king, as ſoon as you can, to take 


his pawns; and if he goes with his king to {upport them, 


go on to queen with your ſingle pawns; and if he goes 
0 hinder it, take his pawns, and puſh the others to 
queen; that is to move a pawn into the adverſary's back 
ow, in order to make a queen, when the original is 
of. 
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XXI. At the latter end of a game, each party having 
only three or four pawns on different ſides of the board, 
the kings are to endeavour to gain the move, 1n order 5 
to win the game. For example: if you bring your king 
oppoſite to your adverſary's king, with only one houſe 
between you, you will have gained the move. 


Ne 
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XXII. When your adverlary has his king and one 
pawn on the board, and you have your king only, you 
will never loſe that game, if you can bring your king to 
be oppoſite to your adverſary” s, when he is immediate 
either before or on one fide of his pawn, and there is | 
only one houle between the kings. 

XXIII. When your adverſary has a biſhop and one 
pawn on the rook's line, and his biſhop is not of the? 
colour that commands the corner-houle his pawn is go-· 
ing to, and you have only your king, if you can get into 
that corner, you cannot loſe that game, but may win i: 
by a ſtale. t 

XXIV. When you have greatly the diſadvantage 0 
the game, having only; your queen ſeft in play, and your 
king happens to be in the poſition of ſtale mate, keep 
giving check to your adveriary's king, always taking ob 
care not to check him where he can interpoſe any d 
his pieces that make the ſtale; fo doing, you will at Jad 
force him to take your queen, and then you win the 
game by being in a ſtale-mate. 4 

XXV. Never cover a check with a piece that a pawnh 
puſhed upon it may take, for fear of only getting that! 
pawn for it. b 

XXVI. Always take care that your adverſary": 
king has a move, for fear of giving a ſtale-mate; therefor 
do not crowd him up with your pieces, leſt you nad 
vertently give one. 
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7 glue, aud Applications f il of the forcgoing 


| Rules and Obſervations. 
WHETHER you play the open, or the cloſe 


game, be ſure bring out al] your pieces into 


ay before you begin to attack; for if you do not, and 
our adverſary does, you will always attack, or be at- 
WS cked, at a great diſadvantage; this is ſo efſential, that 
o had better forego an advantage than dern from 


and no perſon can ever play well at this game, that 


208 put this rule ſtrictly in practice: and do not let 
7 body imagine, that theſe preparatory moves are 
Wcloſs, becauſe he does not receive an 
Wntioe fiom them; 
8 \V hilt to deal thirteen cards round before you begin 
) play . 


immediate ad- 
they are juſt as neceflary, as it is 


In order to bring out your pieces *. Operly, 
rould adviſe to puſh on your pawns firſt, and jupport 
with your pieces, and you will receive this advan- 
ge from it, that your game will not be crowded: J 
an by this, that all your pieces will be at liberty to 
* and aſliſt each other, and ſo cooperate towards 
taining your end: and this farther is to be obſerved, 
at, either in your attack or defence, you bring dion 
t {o as not to be drove back again. 


; Ul. When you have brought out all your pieces, 25 


dave premiſed, which you will have done very v 1 
cially, it you have your choice on which fide to 
tle (which I would always adviſe to do) I would then 
le a while, and conſider thoroughly my own and 
| adveriary's game, and from his ſituation, and ob- 


ing where he is weakeſt, I would not only take my 
Plution where to caſtle, but likewiſe where to begin 
attack; and it ſtands to reaſon you cannot do it in a 
er place than where you are ſtrongeſt, and your ene- 
By this method, it js very probable that 
adyerfary's 


weakeſt, 
will he able to break through your 
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game, in which fray ſome pieces muſt of courſe be ex. 
changed. But now pauſe again and ſurvey both games 
attentively, and do not let your impetuoſity hurry you on 
too far with this firſt ſucceſs; and my advice to you now 
in this critical juncture (eſpecially if you ſtill find your 
adverſary pretty ſtrong) is to rally your men again, 
and put them in good order for a ſecond or third attack, 
if needſul, ſtill keeping your men cloſe and connected 
together, ſo as to be of uſe to each other: for want of 
this method, and a little coolneſs, I have often ſeen an 
almoſt ſure victory ſnatched out of a player's hands, and 
a total overthrow enſue. But if, after all, you cannot 
penetrate ſo far as to win the game, nevertheleſs, by 
obſerving theſe directions, you may ſtill be very ſure of 
having a well-diſpoſed game. . 

III. And now that I am come to the laſt period of 
the game, which abounds alſo with difficulties and 
niceties, it muſt be obſerved, where your pawns are 

| ſtrongeſt, beſt connected together, and neareſt to queen, 
you mult likewiſe mind how your adverſary's pawns 
are diſpoſed, and in what degree of preferment they 
are, and compare theſe things together; and if you find 
you can get to queen before him, you muſt proceed 
without heſitation* if not, you mult hurry on with your 
king to prevent him: I ſpeak now, as ſuppoſing all the 
noblemen are gone; if not, they are to attend you 
pawns, and likewiſe to prevent your adverſary from 
going to queen. | 


Some other general Rules, 
I. DON. T be too much afraid of loſing a rook for 
an inferior piece; although a rook is better that 
any other, except the queen, yet it ſeldom comes into 
play, ſo as to operate, until the end of the game; and 
therefore it happens very often, that it is better to have 
a leſs good piece in play than a better out. 
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II. When you have moved a piece, ſo that your ad- 


verſary drives you away with a pawn, take it for granted 


(generally ſpeaking) that it is a bad move, your enemy 
gaining that double advantage over you of adyancin 
himſelf, and making you retire; I think this deſerves 
attention; for although the firſt move may not be much, 
between equal and good players, yet tile loſs of one or 


| two more, after the firſt, makes the game almoſt irre- 


trievable. Alſo, if you defend and can recover the 


1 move, or the attack (for they both go together) you 


are in a fair way of winning. 

III. It you make ſucn a move as that, having 
liberty to * again, you can make nothing of it, take 
it for granted, it is an exceeding bad one; for at this 


nice game no move can be indifferent. 


IV. If your game is ſuch, that you have ſcarce any 
ching to play, it is your own fault, either for having 
brought out your pieces wrong, or, which is worſe, not 


at all; for if you have brought them out right, _ 


matt have variety enough to play, 

V. Don't be too much afraid of doubling a pawn; 

three pawns together are ſtrong, but four, that make, 
a ſquare, with the help of other pieces, well managed, 
make an invincible ſtrength, and probably, in time of 
need, may produce you a queen: on the other fide, two 
pawns, with an interval between, are no better than 
one; and it, imprudently, you ſhould have three over 
each other in a line, your game cannot be in a worſe 
ſituation ; examine this on the table, and the truth of it 
will ſtrike you. Your bufineſs therefore is, to kee 


your pawns cloſe cemented and connetied together; 


and it muſt be groat {trength on the other ide that can 
OVErPOWET chem. 

VI. When a piece is fo attacked as that you cannot 
ſwe it, give it up, and be! {tow your thoughts how to 
A1N0y your enemy 1 in another place, whillt } 16 i5 taking 
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it ; "Wy it very often happens, that Whilſt your adverſary 
is running madly after a piece, you either get a pawn or 
two, or iuch a ſituation as ends in his deſtruction, 
VII. Suppoſing your queen and another piece are 
attacked at the ſame time, and that by removing your 
queen, you mutt lote Your piece: : in this caſe, if you can 
get two pieces in exch zange for your queen, I would ad- 
viſt you rather to do it than retire; for oblerve, it is the 
difference of three pieces, which is more than the worth 
of a queen; beſides that you keep your game entire, 
and preſerve your ſituatie h, which very often is better 
than a piece; nay, rather than retire, I would give my 
queen for a piece, and a pawn or tw 0, nay, almoſt for 
what ] can get; for do but obſerve, amongſt good play. 
ers, this one thing (to convince you this advice is not 
bad) that when the attack and defence is thoroughly 
formed, and every thing prepared for the ſtorm, if he 
that plays firſt is obliged by the act of the perſon that 
defends to retire, it generally ends in the Jes of the 
game of the attacked ſide, 
| III. Do not aim at changing without reaſon; it 1s 
fo far from being right, that a good player will take 
this advantage of it, that he will ſpoil your {ituat; ion, and 
mend his own: but in theſe following caies it is quite 
right; when you are ſtrongeſt, elpecially by a piece, 
then ever, tine you change, YOur ady antage increaſes; 
this is ſo plain. it necde no 2 gutient. Again, When 
you bave played a pic: E, Ant gur! adve ray OPP on 
one to you, change direktly, jor it is plain he Wants“ 
remove you; prevent him, therelore, a and do not of 
tie move. | 
IX. Eyery now and then | wou'd bave you caſt up 
your game, and make the WORE, then take your nica- 
ures accor in glx. 
X. At the latter end of the game g{yvotaily, remem— 
ber your king is a capital piece, and do not let him be 
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idle; it is by his means, generally, you get the move 
and the victory. | Se | 
XI. Obſerve this allo, that as the queen, rook, and 
biſtop, operate at a diſtance, it is not always neceſſ ry 
in your attack to have them near your adveriary's king; 


| they do better at a diſtance, cannot be drove away, 


and prevent a Rate. mate. 
XII. When you have a piece that you can take, and 


i (Me cannot eſcape you, do not be in a hurry; fee where 


ou can make a good move elfcwhere, and take it at 


| your leiſure. 


XIII. It is not always right to take your adverſary's 


| pawn with your king, for very often it happens to be a 
| ſafeguard and protect ion to your king. 


XIV. When you can take a man with different 
pieces, do not do it with the fir{t that occurs, but con- 


ſider e with which you had bit take it. 


THE LAWS OF CHESS. 
J. IT you touch your man you muſt play it, and if 


ou quit it you cannot recall it. 


II. If by miſtake, 


or otherwiſe, you play a falſe 


move, and your ade erſary takes no notice of it till he 


hath played bis next move, neither of you can recall 
it. 

III. If yen miſplace your men, and play two moves, 
it lieth in your adve rlary's s power, or choice, Whether 


| be will pernut you to begin the game or not. 


IV. it the aaverfary playeth or diſcovereth a check 
to your king, and gives no notice of it, you may le 
him {land 1 till notice is given. 

V. A er your king ; has mor ed, you cannot caſtle. 
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SELECT GAMES AT CHESS. 
| GAME THE FIRST, 
Beginning with White, Illuſtrated by obſervations on th 


moft material Moves; and two Back Games; one con- 
mencing at the 12th, and the ſecond at We 971th Mone, 


1. White Taz king's pawn two ſteps, 
Black. The ſame. 

2. V. The king's biſhop at his queen's biſhop's 4th 
ſquare. | 
B. The ſame. 

3. V. The queen's biſhop's pawn one move. 
B. The king's knight at his biſhop's zd ſquare. 

4. V. The queen's pawn two moves (ag. 

B. The pawn takes it. 

5. V. The pawn retakes the pawn (9. W 
B. The king's biſhop at his queen's knight's 3d 

ſquare (c. | 
6. V. The queen's knight at his biſhop's 3d ſquare. 
B. The king caſtles. 


(a) This pawn is played two moves for important reaſons ; Iſt, 
to prevent the adverſary's king's biſtiop from playing upon yout 
king's bithop's pawn; 2nd, to put the ſtrength of your pawns in 
the middle of the exchequer; of great conſequence to attain the 
making of a queen. "A 

(6) When the game is in this ſituation, (vi:.) one of your pawn? 
at vour king's, and another at your queen's 4th ſquare, puſh neither 
of them before your adverſary propoſes to change one for the 
other: in that caſe advance the attacked pawn. Pawns, when 
{uſtzined in a front line, obſtruct very much the adverſary”s pieces 
irom entering in your game, or taking an advantageous poſt. 

If inſtead of withdrawing his biſhop, be gives check with it, 
you are to cover the check with your biſhop, in order to retake his 
bilkop with your knight, in caſe he takes yours; your knight wil 
then defend your king's pawn, otherwiſe unguarded. But perhaps 
he may not take your b1thop, becauſe a good player ſtrives to Keep 
bis king's biſhop as long as poſſible. 
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7. 77 The king's knight at his king's 2d ſquare Cd). 
B. The queen's biſbop's pawn one move. | 
8. J. The king's biſhop at his queen's 3d ſquare 6e) 
B. The queen's pawn two moves. 
W. The king's pawn one move. 
B. The king's knight at his king's ſquare. 
10. W. The queen's biſhop at his king? s 3d t 
B. The king's biſhop's pawn one move (J. 
11. H. The queen at her ſecond ſquare (g.. 
B. The king's biſhop's pawn takes the pawn N. 
12. I. The queen's pawn retakes it. 
5. The queen's bill.op at his wg, $ 34 . i. 


a) Y ou ſhould not play your knights at your biſhop” 83d d Gin 


b-fore the biſhop's pawn has moved two ſteps, becauſe the knight 
hinders the motion of the pawn. 

( Your biſhop reires to avoid being attacked by the black 
queen's pawn, which would force you to take that pawn with ydurs: 
and very much diminith the firength ot your game, ſpoiling res 
the project already mentioned, in the Iſt and 2d obſervation; 

(/ He playeth this to give an opening to his king's rook 3 
which cannot be prevented, whether you take his pawa or not. 

(Olf you ſhould take the pawn, inſtead of playing your queen, 


you would commit a great fault, becauſe. your royal pawn would 


then loſe its line ; whereas if the adverſary takes your king's pawn, 
that of your qucen ſupplies the place, and you may” ſuſtain it witK 
that of your King's diſhop' $; theſe two-pawns will undoubtedly 
win the game, becauſe they can now no more be ſeparated without 
the loſs of a piece, or one of them will make a queen, as ill be ſeen 
by the ſequel. Moreover, it is of no little oonſequetce to play 
your queen in that place, for two reaſons; to ſupport and defend 
your King's biſhop's pawn; and to ſuftain your queen's biſhop, 
miich, being taken, would oblige xou to retake his biſhop with 
the above-mentioned lafi pawn ; and thus your beſt pawns would 
haye been totally divided, and the game indubitably loft. 5 

(4) He takes the pawn. to purſue his e Mics is to give 
an opening to his king's rook. | 

Y He playcth this biſhop to protect his queen 's pawn, with. a 
view afterwards to puſh that of his queen's biſhop's. 

N. B. He might have taken your biſhop without prejudice, but 
he chuſes rather to let you take his, in order to get an opening for 


bis queen's rook, tho” his knight's pawn is doubled by it; you are 
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19: W. Th: king's knight at his king's bi er 8 * 
ſiquare {+). 
NP, The queen at her king's 24 ſquare. | 
14. H. The queen's biſhop takes the black biſkop (1) 
B. The pawn takes the white queen's biſhop. 
ic. W. The king caſties with his rook (mJ. 
. Ihe queen s knight at his queen's ſecond ſquare, 
16. W. The! Knight takes the black biſliop. 
B. The queen takes the knight. 
17. W. The ki ing's biſhop's pawn two ſteps. 
B. The king's knight at his nn 's biſhops 2d 
ſquare. 
18 J. The queen 's rok at its king? s place. 
B. The King's knight” s pawn one more ug. 
19. I. The king” Ss ro0k's pawn one move 00 
. The queen's Tawn one move. 


again to hs; that oute pawn is no way diſadvantageous 
when furrounded by three or four others. However, this is the 
ſubject of a Back-game, beginning tom this 12th move; the black 
biſtop there taking your biſhop, thews, that, playing well on both 
fides, it wilt make noalteration in the cafe. The king's pawri, to- 
gether with the queen's, or the king's biſhop's pawn, well played, 
and well ſuftained, will certainly win the gane. 

(„) Your king's pawn being in no danger, your knight attacks 
his biſhop, 1 in order to take or have it removed. 

(7) It is always dangerous to let the adverfary*s king's biſhop 
datter the line of your king's biſhop's payn; and as it is likewiſe 
the moſt dangerous piece to form an attack, it is not only nece ſſaty 


to oppoſe him at times by your queen's biſhop, but you muſt get 


rid of that piece as ſocn as a convenient acvation offers, 

(n) Caithe on the King's ſide, in order to ſtreogthen and protect 
your ee byſhop's pawn, hic h advance two ſteps as foon as Four 
king's pawn is attacked. - 

() He is compelled to play this pawn, to phoicht you from 
puſhing your king's biſhop's pawn upon his queen, 

(%) This move is played to unite all your ou together, 3nd 
puſt them ee WS | 


+ &% 


3 
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20. I. Tie knight at his king's 4th quare. 
B. The king's rook's S Pawn, one move (Pp). 

21. V. The queen's Knight's pawn one move. 

B. The queen's T00k* s pan one move. 

22. . The king's Knight's pawn two ſteps. 
B. The king's Lnight : at his queen's 4th 

ſquare. 
237 IW. The knight at his king's Knight's 8 3 quare 


B. The king's 3 at the white King's 34 
ſquare 75 . 
24. . The queen's roox taces the knight. 
2 The pawn takes the rook. 3 
25. WW, The queen takes th PAWB... 1. + 4 F 
B. The queen's rook takes the Pony of the op- 
poſite rook. 


26. WW. The rook at his king” 8 SE 2 „ 


B. The queen takes the white g 75 Knight“ 
Pawn. ; 3 
27. V. The queen at her king' s ſourth ſquare + 
3. The queen at her king? s third ſquare; (7). 
29, W. The king's biſhop's pawn one moye.. 
B. The pawn takes it. 


(þ) He playeth this + to permit your night bud 0 
in his game, and forcing his queen to remove; otherwiſe, your 
pawns would have an open feld. 

() Play this knight in order to puſh your King's biſtfiop's pawn 
next; it will be then ſupported by three preces, the biſhop, the rook, 
and the n 
(Y He plays this knight to obſtruct your chene by break ing 
the irexzth of your pawas, by puſhing his King's Knight's pawn ; 
but break bis deſign by changing your r rook for his Eni ight. 

(s) Ply your took to protect your king's pawn, which would 
otherwiſe remain in the lurch as foon as you puſh Four king's 
biſhop's pawn. 

(?) The queen returns to Prevent the check mate. 
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29. V. The pawn takes again Cu). 
B. The queen at her fourth ſquare (). 
30. . The queen takes the queen. 
B. The pawn takes the queen. 
31. J. The biſhop takes the pawn in his way. 
B. The knight at his 3d ſquare. 
32. W. The king's biſhop? $ pawn one move {x} 
B. The queen's rook at the white queen's knights 
2d ſquare. 
32. J. The biſhop at his queen's za ſquare. 
B. The king at his biſhop's 2d ſquare. 
34. V. The biſhop at the black king" 8 biſtop 8 4th 


ſquare. 
B. The knight at the white queen's biſhop” s 4th 
ſquare. 
. The knight at the black king's rook's 4th 
{quare. 


B. The king's rook gives check. 
36. /. The biſhop covers the check. | 
B. The knight at the white queen's 20d 
| {quare. | | Bn Sk 
37. W. The king's pawn gives check. 
B. The king at his knight's zd ſquare ( 
38. W. The king's biſhop's pawn one move. 
B. The rook at ts king 8 oy 8 ſquare. ; 


(u) Were you not to take with your. pawn you would run the 
ritk of loſing the game. 

(9 He offers to change queens, in order to 4e your plan 
of giving him check-mate with your queen and biſhop. 

(&) N. F. When your biſhop, runs upon white, ſtrive to put 
dur Pawn. always upon black, becauſe then your biſhop feryes to 
dxive away your. adveriary's king ot rook when between your 
pawns; the lame when your biſhop runs black, then have Four, 
pawns upon white. 

(Y As his king may retire. to his biſhop! * ſquare, the ſecond 
Black-game will ſhew how to proceed in this caſe, 
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39+ I. The knight gives check at the 4th ſquare of 


| his king's biſhop. _ 
B. The king at his knight's 2d ſquare. 
40. W. The biſhop at the black king's rook's 4th ſquare. 
B. Playeth any where the white puſhes to queen, 


FIRST BACK GAME, _ 
Or Continuation from the twelfth Move, 


12. I/hite. Taz queen's pawn retakes it. a 
Black. The king's biſhop takes the white queen's 
bdbithop. BG | | 
13. V. The —_ takes the biſhop. | 
B. The queen's biſhop at his king's zd ſquare. . 
14. . TR king's knight. at his king's biſhop's 4th 
uare, ; 
B. The queen at her king's 2d ſquare. 
15. W. The knight takes the biſhop, 
B. The queen takes the knight. 
16. W. The king caſtles his rook. 
B. The queen's knight at his queen's 2d ſquare, -* 
17. W. The king's biſhop's pawn two moves. 


B. The king's knight's pawn one move. 


| 18. I. The king's rook's pawn one move. 


B. The king's knight at his 2d ſquare, | 
19. . The king's knight's pawn two ſteps. 
B. The queen's biſhop's pawn one move. 
20. . The knight at ns king's 2d ſquare, 
B. The queen's pawn one move. ED 
21. I. The queen at her 2d fquare. | 
B. The queen's knight at his zd ſquare. _ 
22, V. The knight at his king's knight's 3d ſquare. 
B. The queen's knight at his queen's 4th ſquare, * 
23. W. The queen's rook at its king's {quare. 
B. The queen's knight at the white king's 3d 
ſquare. os 
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24. W. The rook takes the knight. 
B. The pawn takes the rook. 
25. W. The queen takes the pa wn. 
B. The queen takes the white queen 3 TOok”s 
pawn. | 
26. W. The king's biſhop's pawn one Move, 
B. The queen takes the pawn. 
27. W. The king's biſhop's pawn one move, 
B. The knight at his king's ſquare. 
28, W. The king's knight's pawn one move. 
B. The queen at the white queen's 4th ſquare. 
29. W. The queen takes the queen, 
B. The pawn takes the queen, 
30. W. The king's pawn one move, 
B. The knight at his. queen's d ſquare, 
31. W. The knight at his king's 4th ſquare. FB 
B. The, knight at his Wie s biſhop's 4th | 
1 ſquare. | « . 
32. W. The rook takes the knight. 2 N | 
B. 'The pawn takes the rock. 84 
33. . The knight at the white queen's 3d tac E 
B. The king's biſhop's pawn one move _ where ; = 
the game being loft. | 
34. V. The king” 5 Pawn one move. | BF; 
B. The king's rock at its queen's knights ſquare. 
35. M. The ben gives check. 
B. be Ling retires, having but one place. 
36. W. The knight gives check. Ss | 4 
B. The King removes. 
37. N. The knight at the black queen's ſquare dif- 
sovering check. | 
4 The king moves where he We OP © 1h 
38. The king” S pawn making a + AR giyes check 
n in the. mean time. 62510] 
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SECOND BACK-GAME. 
Beginning from the thirty-ſeventh ATove, 


37. White. Tas king's pawn gives check. 
Black. The king at his biſhop's iquare, 
38, I. The rook at its queen's rook's ſquare. 


B. The rook gives check at the white queen's 


knight's ſquare. 
39. IV. The rook takes the rook. 
B. The knight retakes the rook. 
30. W. The king at his rook's 2d ſquare, 
B. The. knight at the white queen's biſhop? $ 3d 
| ſquare. 
41, J. The knight at his king? 8 biſhop” 8 ath ſquare. 
B. The knight at the white king's 7 ſquare. 
42. IV. The knight takes the pan. 
B. The rook at its king's knight's 4th ſquare. 
43. /. The king's pawn. one move, and gives check. 
B. The king at his biſhop's 2d ſquare. 
44. VW. The Biſhop gives check at who black king 8 
ſquare. | 
B. The king takes the biſhop. 
45. I, The king's pawn, makes a queen, and wins :the 
game. 


GAME THE SECOND. 


Beginning wwith the Black ; 
Playing the King's Taru, the ſecond move, is orong'; 
becauſe it gives the attach to the Adverſary. By three 
different Back- Games it is aiſo ſbe con, that a Can 
attack keeps the Defender always embarrafed.. 


1. Black. Tus king's pawn wo. ſte[ps. 
MM bite. The ſame. © 4 
2. B. The king's Knight at his biſhop's 31 dur, 
ehe * 8 pan one move. 


wherein it app -ars, that 
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g. B. The king's biſhop at the queen's biſhop's 4th ſq. 
. The king's biſhop's pawn two moves (a) 


4. B. The queen's pawn one move. 
J. The queen's biſhop's pawn one move. 
5. B. The king's pawn takes the pawn (b). 
I, The queen's biſhop retakes the pawn. _ 
6. B. The queen's biſhop at the white king's knight's 
4th ſquare. 
W. The king's knight at his biſhop's 3d ſquare (c) 
7. B. The queen's knight at his queen's 2d * 
W. The queen's pawn one move. | 
8. B. The biſhop retires, 5 
W. The king's biſhop at his queen's 3d (4) iquarc. 


(a) Any thing elſe your adverſary could have played, this was 
always your beſt move, it being very advantagcous to change your 
king's biſhop's pawn for his royal pawn ; becauſe your king ani 
queen's pawns place themſelves in the middle of the cheſs-board, 
and become in a ſituation to ſtop all the progreſs of your adver- 
verſary's pieces; beſides this, you gain the attack by his having 
played his king's knight at the fecond move. You have ftill an- 
other advantage by lofing your King's biſhop's pawn for his king's 
_ that is, when you do caſtle with your King's 100k, the 
ame rook finds itſelf immediately free and fit for action. This 
will be demonſtrated by the firft Back-game, the third move. _ 

(5) Obſerve, if he refuſes taking your pawn, leave it expoſed 
in the ſame fituation and place; except, however, he ſhould 
chuſe to caſtle with his king's rook, in ſuck caſe you muſt, with- 
out any heſitation, puſh that pawa forwards, in order to attack 
Eis king with all the pawns of your right wing. The effect will 
de beſt learned by a ſecond Back-game, beginning from this fifth 
move. Obſerve again, as a general rule, not eaſily ta puſh on 


the 
fary 


King has caſtled; he will otherwiſe retirł where your pawns 


are leſs ſtrong, or leſs advanced. . 

(e) If he takes your knight, you muſt take his with your 

pawn, which being joined to his, encreaſes their ſtrengtn. 
(d) This is the beſt ſquare your king's biſhop can chuſd, ex- 

cept the fourth of his queen's biſhop, eſpecially when you have 

the attack, and” it be out of your adverſary's power to prevent 

that biſho ptrom playing on His King's Biſhop's pa wn. 


pawns either of your right or left wings before your ade. 
8 
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9. B. The queen at her king's 2d ſquare. 
W. The ſame. 
10, B. The king caſtles with his rook (e). 
V. The queen's knight at his queen's 24 ſquare. 
11. B. The king's knight at his ok 's 4th (J) ſquare. 
MW. The queen at The king's third ſquare. 


12. B. The king's knight takes the biſhop (g). 
W. The queen retakes the knight. 
13. B. The queen's biſhop takes the knight G).“ 
W. The pawn retakes the biſhop. 
14. B. The king biſhop's pawn two moves. 
M. The queen at her king's knight's 3d ſquare. 
15. B. The pawn takes the pawn. 
W. The biſhop's pawn retakes it. 
16. B. The king's rook at its king's biſhop's 3d q (9). 
. The king's rook's pawn two ſteps (4). 


0 If he had caſtled on his queen's ſide, it would have been 
then your game to caſtle on your king's ſide, in order to attack 
him more conveniently with your pawns on the left. Do not be 
too haſty in puſhing your pawns forward, till they are well ſuſ- 
tained both by one another, and alſo by your pieces. The form 
of this attack at your left will be beſt ſeen by a third Back-game, 
beginning from this tenth moye. 

Y he playeth this knight to make room to his King's biſhops 
pawn, with a view to advance it two ſteps, in order to break the 
chain of your pawns, 

lf he had puſhed his king's biſhop's pawn inſtead of taking 
VOUT biſhop, you muſt then have attacked his queen with your 
queen's biſhop, and puſhed your king's rook's pawn the next 
move upon his biſhop, to compel him to take your knight : In 
this caſe your beſt way would be to retake his biſhop with your 
pawn, in order to ſupport your royal pawn, and replace it in caſe 
it be taken. 
lf he did not take your knight, his biſhop would remain 
impriſoned by your pawns, or he would loſe at leaſt three moves 
to get him free. 

(i) He playeth this rook with an intention either to double i it, 
or to remoye your queen. 

() You puſh this pawn two Reps to give your queen more 
room, who, being attacked, can retire behind this pawa, and 
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17. B. The queen's rook at its king's biſhop's ſquare, 

I. The king caſtles with his queen's rook. 

18. B. The queen's biſhop's pawn two ſteps. 

M. The King's pawn one ſtep (J). 

19. B. The queen's pawn takes the pawn. 
W. The queen's pawn one move. | 

20. B. The biſhop at his queen's bithop's 2d ſquare. 
. The knight at his king's 4th ſquare (n). 

21. B. The king's rook at the white king's biſhop's 

za ſquare. | I 8 


W. The queen. at her king's knight's 2d ſquare. 
then remain, threatening her adverſary's King's rook's pawn, 
Your pawn advancing atterwards will become dangerous to your 
adyerſary's king. | 5 

(/) This move is as difficult to comprehend as to be well ex- 
plained. Vou are to obterve, when you find yourſelf with a 
chain of pawns following one another, upon one and the fame 
coloured ſquares, the pawn who has the van ſhould not be aban- 
doned, but muſt ſtrive to keep his poſt. Here again obſerve, that 
your king's pawn being not in the line with his comrades, your 
adverſary has puſhed his qucen's biſhop's pawn two ſteps, for two 
reaſons; The firſt, to engage you to puſh that of your queen for- 
wards, which, in this caſe, would be always ſtopped by that of 
his queen, and thus Jeaving behind that of your king, would ren- 
der it entiiely uſeleſs. The ſecond is, to prevent your King's 
biſhop from batiering his King's rook's pawn; therefore it is beit 
to puſh your king's pawn upon his rook, and ſacrifice it; be- 
cauſe then your adverſary, by taking it, openeth a free paſſage 
to your queen's pawn, Which you ate to advance immediately, and 
ſuſtain, in caſe oi need, with your other pawas, in order to make 
a queen with it, or draw fome other conſiderable advantage to win 
the game. Bis queen's pawn (now become his King's) appears 
to have the ſame advantage oi having no oppohtion trom your 
pawns to make a queen; however, the difference 1s great, becauſe 
his pavyn being entirely ſeparated from his comrades will always 
be endangered in his road by a multitude of your pieces all Waging 
war againſt it. | | 
ei) It was neceſſary to play that Enight in order to ſtop his 
Eing's pawn; the more, becauſe this very pawn, in its preſent 
ſituation, ſtops the pailage vi kis own biſhop, and even of bis 
knight. 
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22. B. The queen at her king's biſhop's 2d ſquare 
(n). | Hts © | 
IF. The knight at the black king's knight's 4th 
ſquare. . 
23. B. The queen pipes check. | 
VV. The king at his queen's knight's ſquare, 
24. B. The rook takes the biſhop (o). 
JF, The rook retakes the rook. 
25. B. The queen at her king's biſhop's 4th ſquare, 
1. The queen at her king's 4th ſquare ). 
26. B. The queen takes the queen, 
M. The knight takes the queen. 22s 
27. B. The rook at the white king's biſhop's 4th ſquare. „ 
W. The knight at the black king's knight's 4th BY 


ſquare. | | 3B 

28, B. The queen's biſhop's pawn one move. = 

W. 'The queen's rook at. her king's knight's 3d Wl 

; {quare. 1 c 1 
29. B. The knight at his queen's biſhop's 4th Ki 
ſquare. | 


| I. The knight at the black king's 3d ſquare. 


(2) He playeth his queen in order next to give check: but if 
he had played his king's rook's pawn to prevent the attack of 
your knight, you mutt then have attacked his biſhop and his 
queen with your queen's pawn ; and in ſuch a caſe he would have 
been forced to take your pawn, and you ſhould have retaken his 
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biſhop with your knight, which he could not have taken with 4 W 
2 * 1 5 . „ 
is queen, becauſe the would have been loſt by a diſcovered check 9 
with your biſfſop. | | ©. 
(% He takes your king's biſhop ; firſt, to ſave his King's rock's 14 'Y 
Pawn, and becauſe your biſhop proves more iacommodious to him 1+. 
than any other of your pieces; and ſecondly, to put his queen 18 
upon the rook that covers four king. 1 
J) Having the advantage of a rook againſt a biſhop at the lt" * 
end of a game, it is your advantage to change queens: becaule Rat. 
his queen being at preſent troublefome in the poit where he juit 114 'Y 
played it, you ſorce him to change, which he cannot avoid, af 10 . 
he will ſave his being cheokimate, . 91 oo 
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30. B. The knight takes the knight. 
W. The pawn retakes the knight. 
31. B. The rook at its king's biſhop's 3d ſquare. 
. The king's rook at its queen's ſquare. 
32. B. The rook takes the pa wn. 
W. The king's rook at the black queen's 2d ſquare, 
and muſt win the game (9). 


FIRST BACK-GAME. 
Beginning at the third Move, 
3. Black. Trex queen's pawn two ſteps. 
bite. The king” biſhop's pawn two ſteps. 
4. . The queen's pawn takes the pawn (a). 
. The king's biſhop's pawn retakes the pawn. 
5. B. The king's knight at the white king's knight's 
4th ſquare, 
VV. The queen's pawn one ſtep. 
6. B. The king's biſhop's pawn two ſteps. | 
VV. The king's biſhop at his queen's biſhop's 4th 
{quare. . 
7. B. The queen's biſhop's pawn two ſteps. 
V. The queen's biſhop's pawn one ſtep. 
8. B. The queen's knight at his biſhop's 3d ſquare. 
W. The king's knight at his king's 2d ſquare. 
9. B. The king's rook's pawn two ſteps (5). 
N. The king's rook's pawn one move. 


(9) Any thing he could have played could not prevent you 
from doubling your rooks, unleſs he had ſacrificed his biſhop, or 
let you make a queen with your pawn ; therefore he loſes the game 
every Way. | | 

(a) If he had taken your king's biſhop's pawn inſtead of this, 
you muſt have puſhed your king's pawn upon his knight, and 
afterwards retaken his pawn with your queen's biſhop. 

(5) He puſhes this pawn two ſteps to avoid having a double 
pawn upon his king's rook's line, which by puſhing your king's 
rook's pawn upon his knight, he could not poſtibly eſcape, and 
you taking it afterwards with your gueen's biſhop, would have 
given him a very bad game. | 


(99 1» 92 


11. B. The queen's knight at his rook's th ſquare. 
12. B. The biſhop covers the check. 


48. B. The king's knight at his own fquare. 
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10. B. The king's knight at his rook's 3d ſquare. 
W. The king caſtles. - 
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1. The biſhop gives check. 


W. The biſhop takes the black biſhop. 
13. B. The queen takes the biſhop. 
. The queen's pawn one move. 
14. B. The queen's biſhop's pawn one move (c). 
The queen's knight's pawn two moves. | 
15. B. The queen's biſhop's pawn takes it paſſing by. 
. The rook's pawn retakes the pawn. 
16. B. The queen's knight's pawn one move. 
IV. The queen's biſhop at his king's 3d ſquare. 
17. B. The biſhop at his king's zd ſquare. 
FW. The king's knight at his king's biſhop's 4th 
{quare (4). 
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. The king's knight at the black king's knight's 
3d ſquare, 1 

19. B. The king's rook at its 2d ſquare. 

W. The king's pawn one move. 
20. B. The queen at her knight's 2d ſquare. 

NV. The queen's pawn one move. 
21. B. The king's biſhop at his 3d ſquare. 
W. The king's rook takes the pawn. 
22. B. The king caſtles. 


I. The king's rook takes the black queen's knight. 


(c) He playeth this to cut the communtration of your pawns ; 
but you avoid it by puſhing immediately your queen's knight's 
pawn upon his knight, which retreat obliges your adverſary to 
take the pawn, by the way. This joins your pawns again, and 
makes them invincible. Ne 

(d) This knight gives the mortal. blow to this game, becauſe 
he holds at preſent all your adverſary's pieces in ſome meaſure 
locked up, till you have time to prepare the oheck-mate, 
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23. B. Thepawn takes the rook. 
V. The queen's rook takes the pawn. 
24. B. The queen's rook's pawn one move. 
The rook gives check. 
25. B. The king retires. 


W. The rook at the black queen's biſnop's 2d iq. 


26. B. The queen at her knight's 4th ſquare. 
V. The queen's knight at his rook's 3d ſquare. 
27. B. The queen at her king's biſhop's 4th ſquare. 


. The queen's knight at her biſhop's 4th ſquare. 


28; B. The queen takes the knight. 
IF. The biſhop gives check. 

29. B. The king retires where he can. 
. The knight gives check-mate. 


SECOND BACK-GAME, 
Beginning from the fifth Move. 


5. Black, TRE king caſtles. OD 
I bite. The king's biſhop's pawn one move. 
6. B. The queen's pawn one move. | 
FW. The Queen at her King's biſhop's 3d ſquare. 
7. B. The queen's pawn takes the pawn. 
V. The queen's pawn retakes the pawn. 
8. B. The queen's rook's pawn two moves. 
W. The king's knight's pawn two moves. 
0. 8 The queen at her zd ſquare. 1 
V. The king's knight's pawn one move. 
10. B. The king's knight at his king's ſquare. 
W. The king's biſhop at his queen's biſhop's 4th 
ſquare | 
11. B. The queen's biſhop's pawn one move. | 
W. The queen at the black king's rook's 4th ſquare. 
12. B. The queen's knight's pawn two fteps. 
V. The king's knight's pawn one move. 
13. B. The king's rook's pawn one move. IO 
JV. The biſhop takes the king's biſhop's pawn, and 
gives check. 
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14. B. The king at his rook's ſquare. | 
V. The queen's biſhop takes the black king's rook's 
| _ pawn. 1 EY 
15. B. The king's knight at his biſhop's 3d ſquare. 
V. The queen being at her king's rook's 5th 
_ ſquare, wins the game on removing the biſhop. 


THIRD BACK-GAME. . 
Beginning from the tenth M. owe. 


10. Black. Tue king caſtles on his queen's fide. 
Ü hite. The king caſtles on his own fide. 
11. B. The king's rook's pawn one move. 
, The queen's knight at his queen's 2d ſquare. 
12, B. The king's knight's pawn two ſteps. 
. The queen's biſhop at his king's zd ſquare. 
13. B. The queen's rook at its king's knight's ſquare, 
M. The queen's knight's pawn two ſteps, 
14. B. The king's rook's pawn one move. 
Ii. The queen's rook's pawn two moves (a). 
15. B. The biſhop takes the knight. 
V. The queen takes the biſhop. 
16. B. The king's knight's pawn one move. 
IA. The queen at her king's 2d ſquare. 
17. B. The queen's biſhop's pawn one ſtep, 
JI", The queen's rook's pawn one ſtep. 2 
18. B. The biſhop at his queen's bithop's 2d ſquare. 
V. The queen's biſhop's pawn one move. 
19. B. The king's rook's pawn one move, 
V. The king's rook at its queen's knight's ſquare, 


(4) When the king is behind two or three pawns, and your 
adverſary falls upon them in order to attack your king, you muſt 
take care not to puſh any of thoſe pawns till forced; as it would 
have been very bad policy to have puſhed your king's rook's pawn 


upon his biſhop, becauſe he would then have got the attack dy 


taking your knight with his biſhop, and would have got an open- 


ing upon your king by puſhing his king's knight's pawn, which 


would have loſt you the game, 
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20. B. The king's rook at its 4th ſquare. 


I. The queen's biſhop's pawn one move. 
21. B. The queen's pawn one move. 
V. The king's pawn one move. + 
22. B. The king's knight at his king's ſquare. 
W. The queen's knight's pawn one move. 
23. B. The pawn takes the pawn, 
IV. The king's rook retakes the pawn. 
24. B. The queen's rook's pawn one move. 
. The king's rook at its queen's knight's 4th ſq, 
25. B. 'The king's biſhop's pawn one move. 
. The king's biſhop takes the queen's rook's pawn, 
26. B. The pawn takes the biſhop. 
. The queen takes the pawn, and gives check. 
27. B. The king retires, | | 
W. The queen gives check. 


. The queen's rook's pawn one move. 


29. B. The king at his queen's 2d ſquare, 3 
W. The queen takes the queen's pawn, and gives 
check. > 


30. B. The king retires. 


. The queen's rook's pawn one move, and by 
different ways wins the game. 


CUNNINGHAM'S GAMPBIT, play 

The Inventor of which thought it a ſure Game; but, three iſ 1 
Pawns well condudted, for the loſs of a Biſhop only, 0 
will æuin the Game, playing avell on both Sides. Ther: ll ©... 
are two Back Games: one from the ſeventh, and th: ng. 
other at the eleventh Move, by 5 


1. White, THE king's pawn two moves. 
Black. I he fame. | cory. 

2. W. The king's biſhop's pawn two moves. NNN" 
B. The king's pawn takes the pawn, ES 
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A. The king's knight at-his/lyſhop's 3d Guwe.: x 
B. The king's bithop at his king s 2doaquar'. 

4 I. oo king's biſhop at his uren „billes 0 
1627 iſcluare. p 10 +5 zg e ag2op 34 N21 
B. -Phe:king's biabprginea elect d . A 
i. The king's knight's pawy one mog- 

" The pawn takes. che han as 2924p 5d L Abe 
6. W. The king caH¼,t t de M 
B. The pain takes the raak'spawps Anti gives 
ehese in 199 16 non af T 3 
7. IW. The king at bis rook's-fquares+:1) 17 OM n+ 
= The king's bulhop-aschis-thard ſquare (a, k 


. I, The king's pawn one move. 8. 
"> The queen's pawn t Iteps. . 
9. J. The king's pawn takes the biſhop (05 Wi 


B. The king's knight, takes the paw n. 
10. VV. The king's biſhop at his queen's knight 503d kq. 
B. Ther queen 's:bithop at his king's 3d ſquare, 


11. W. The queen 's pawn one move (e. 


ö B. The king's rook's pawn one moye . 
12. . The queen's e at his king's bifiop's 4th 
10 Iqpare, % 414 {a 
'., San The queen's viſhop' ban ] lieps, JARED 


(a) if inkead gf playing this "iſh 0p. at his third ſquare he hal 
playe: 41 it at his king: 8 Aecond uaxe, you nad won the SALE iſ 
7 aticw moves, which : appears by the urn Bach-gaute. 

(0, MN ichout a la. "age of, this hithap ne could not win the 
game:; but, doing. it, for three, payns, he beyomes your COW 
aueror.; Which, three payns* (provided, be doth not be 400 hagts 
* in pu. ſuing than törwards, and tat chen be always! well ſultaiged 
Dy N18 pioues) a wdll,gnin the game in ipite of donn beſt deienyer y 

(% If you had puſhed this pawn two ſtepe, vou had: given 4 

nights agtrece entry into Four gane, Which Gould have loſt it 
bon. But, to make this more evident, lee a ſecond Bang 
2 from thiselevegth, move. 15 12 vom off £3 
This move 15 of gre at conſequence, hecauſe it W 0 you 

nen * ig 218 king 3 Knight wich) gut queen's luer; Which 
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146 ruf GAME OF THIS. | 
13. W. The queen's biſhop takes the pawn next to his 


B. 8 knight at his biſhop's 3d ſquare, 
14. W. The queen's knight at his queen's 2d ſquare. 
B. The king's knight at the white king's knight's 
4th ſquare e). 5 . 
15. V. The queen at her king's 2d ſquare (/. 
ZB. The knight takes the biſhop. | 
16. W. The queen takes the knight. ? 
B. The queen at her knight's ſquare g 


17. W. The queen takes the queen (5). 
4 B. The rook takes the queen. | 
4 18. W. The queen's rook at its king's ſquare. . 
5 B. The king at his queen's 2d ſquare, 
8 19. W. The king's knight gives check. ; 
8 Bi. The knight takes the knight. 
280. . The queen's rook takes the knight. 2 
5 B. The king at his queen's 3d ſquare. 
* . | N | J 
2 would have enabled you to ſeparate his pawns by changing one of 
your rooks for one of his knights. | | 2 
$ (ec) He playeth this Knight to take your queen's. biſhop, which 2 
- would prove very ipcommodious to him in caſe he ſhould caſtle 37 
8 ou his queen's tide. Obſerve again as a general rule, that if th: 
firength of your game confiſts in pawns, the beſt way is to tale 
: the adverſary's biſhops, becauſe they can Rop the advancing of the | 
pawns, much better than the rooks. qu! 
Not being able to fave your biſhop without doing worſe, me 
your queen to take his place again when taken; for, if you ( 


ploy 
| —_— it at your king's bMhop*s fourth ſquare to prevent the MW r00 
of his knight, be would have puſhed his king's knight”: ( 
1 and ore 


| 5 
Olf he had played his queen any where elſe, ſhe would hare W mu! 
deen cramped ; therefore he offers to change, that in ci ſe you re- and 
fuſe he may place her at her third ſquare, where ſhe would be en. (1 
tremely well poſted. | | tool 
() If you did not take his queen, your game would de ſtill in be 
2 worſe ſtate. | 


have won the game im. Eni 
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21. IV, The king's rook at its king's ſquare, 
B. The queen's knight's pawn two ſteps. 
22, I. The queen's biſhop's pawn one ſtep. 
B. The queen's rook at its king's ſquare. 
23, . The queen's rook's pawn two ſteps. 
Bi. The queen's rook's pawn one ſtep. 
24. . The knight at his king's biſhop's 3d ſquare, 
B, The king's knight's pawn two ſteps. a 
25. V. The king at his knight's 2d ſquare. 
B. The king's biſhop's pawn one mone i). 
26. W. The queen's rook at its king's 2d ſquare. 
B. The king's rook's pawn'one ſtep. 
27. V. The queen's rook's pawn takes the pawn. 
B. The pawn retakes the pawn. 
28, IV. The king's rook at its queen's rook's ſquare. 
B. The queen's rook at her home (+). 
29. . The king's rook returns to its king's ſquare, 
B. The biſhop at his queen's 2d ſquare. 
zo. W. The queen's pawn one move. 
B. The queen's biſhop's pawn one move, 
31. I, The biſhop at his queen's biſhop's 2d ſquare, 
. The king's rook's pan, one move. CJ, 
32. . The king's rook at his home. . 
3. The king's rook at its 4th ſquare (mn). 


i) If had: puſhed. this pawn two ſteps, you had gained his 
queen's pawn, taking it with your biſop. This would have 
mended your-game vary much. | . 

(4) Always ſtrive to hinder the adverſary from doubling his 
tooks, particularly when there is an opening in the game. 

(2) He playeth this pawn to puſh afterwards that of his king's 
knight's upon your Knight, with a view to force it from his poſt ; 
but if he had e his knight's pawn before he played this, you 
mult have poſted your knight at your king's rook's fourth ſquare, 
and have ſtopped the progreſs of all his pawns, PRI 

(n) If inſtead of playing this he had given check with his 
rook's pawn, he would have played ill, and entirely againſt 
the inſtruction given in the obſervation marked () in the firſt 


game. 
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THE GAME OF CHESS, 


33. The queen s knight's pawn one move. 

B. The queen's rook at its king's rook's ſquare 
34. V. The queen's knight's pawn one move. 

B. The king's knight's pawn one move. 
35. V. The knight at his queen's 2d ſquare. 

B. The king's rook at its king $ knight! 8 4th 


ſquare. 


36. V. The king's rook at 1ts king s biſhop's ſquare. 
B. The king's knight's pawn one move, ; 
37. . The rook takes the pawn, and gives check. 
B. The king at his queen's biſhop's 2d ſquare. 
38. J. The king's rook at the black ng s knight's 3d 


(quare. 


B. The king's rook's Dawn gives check. 
39. W. The king at his knight's ſquare. 
B. The king's knight's pawn one move. 
O. . The rook takes the rook, 
B. The rook's pawn gives check. 
41. W. The king takes the knight's pawn. 
B. The rook's pawn makes a queen, and; gives 


check. 


42. W. The king at his bios 3 2d ſquare. | 
B. The rook gives check at its king's er 


ſquare. 


43. J. The king at his 3d une 
B. The queen gives check at the white king's rook's 


3d (quare, 


44. W. The knight covers the check, having no other 


. Way. 


B. The queen takes the knight, and afterwards 


the rook, 


and gives mate in two moves 


Hr 


3 


THE GAME OF curss. 
FIRST BAC KGA ME, 
Beginning at the Seventh Home of the Gambre. 

. IWWiite, Tux king at his rock'? iquare. 
Biazck. The biſhop at his king's 2d fynare. 
8. W. The king's biſhop takes the pawn, and gives 
check. 
B. The king takes the biſhop. 
9. V. The king s knight at the black king s 4th 9. 
giving double check. 
B. The king at his 3d ſquare. ane where elſe he 
loſes his queen. 
10. V. The queen gives check A HE 
4th ſquare. | 
5 The king takes the knight 
11. V. The queen gives check at ilit bt ack” king's 
biſhop's 4th ſquare. 
B. The king at his queen's 3d bars 
12. 1”. The queen gives check- mate at tlie black queen's 
4th ſquare. 


i T 2 g's kaight's 


 * SEQUEL TO THIS- 
FIRST BACK-GAME, 
In caſe the Adverſary refuſes taking your Biſhop with 

x: King, at the Eighth Move of this firſt Bacl- Game. 
8. Vhite, TAE king's biſhop takes the pawn and — 

check. 3 
Black. The king at his biſhop's ſquare. 

9. 15 The king's Tnight at the black king's 4th ſq. 
Z. Ihe king's knight at his king's biſhop's 3d ſq. 
W. The king” s biſhop at his queen's knight's 30 fg. 
Ig The queen at her king's ſquare. 

H. The king's knight at the black king : biſhops 
2d ſquare. 
B. The rook at her knight” 
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12, JJ. The king's pawn one move. 
B. The queen's pawn two moves. 
i3. V. The pawn takes the knight. 
Z. The pawn retakes the pawn. 
14. . The biſhop takes the pawn. | 
B. The queen's biſhop at the white king's knight'z 
| 4th ſquare. . 
15. FV. The queen at her king's ſquare, 
3. The queen's biſhop at her king's rook's 4th ſq. 


16. W. The queen's pawn two ſteps. 


B. The biſhop takes the knight. 


17. . The queen's biſhop gives check. 


— 


B. The rook covers the check, | 
18. V. The knight at his queen's biſhop's 3d ſquare. 
B. The biſhop takes the biſhop. 
19. V. The knight retakes the bith | 
B. The queen at her king's biſhop's 2d ſquare, 
20. W. The knight takes the biſhop. | 
3. The queen takes the knight. 
21. W. The queen takes the queen. 
. The king takes the queen. 
22. V. The biſhop takes the rook, and with the ſuperi- 
ority of a rook, eaſily wins the game. 


SECOND BACK-GAME, 
Beginning at the eleventh Move of Cunningham's Gamò it. 
11. White, Tat queen's pawn two moves. 

Black. I 4 king's knight at the white king's 4th 
uare. 
12, W. The Aan. biſhop at his king's biſhop's 4th {q. 
B. The king's biſhop's pawn two moves. 
13. W. The queen's knight at his queen's 2d ſquare (a). 
3. The queen at her king's 2d ſquare, 


(4) This knight is played to tempt your adverſary to take it; 
but if he did, he would play very ill; becauſe a knight thus ſituated, 
and ſuſtained by two pawns, whilſt you have no pawn left to puſh 
up to remove it, that knight is at leaſt worth a rook, and becomes 
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1. V. The queer's biſhop's pawn two moves. 
B. The queen's biſhop's pawn one move (5). 
15. V. The pawn takes the pawn, 
B. The pawn retakes the pawn. 
16. . The queen's rook at its biſhop's {quare. 
B. The queen's knight at his biſhop's gd ſquare. 
17. V. The queen's knight takes the knight, 
3. The king's biſhop's pawa retakes the knight. 
18, WJ. *n knight takes the black pawn next to his 


C- 


2 The king caſtles with his rook. 
EZ 19. V. The queen at her 2d ſquare. 
; B. The king's roox's pawn one ſtep, 
20. V. The queen's rook at the black queen's biſhop's 
4th ſquare. TR "- 
B. The queen's rook at its queen's ſquare. 
| 21, W. The king's biſhop at his queen's rook's 4th ſq. 
B. The king's knight's pawn two ſteps. 
22. W. The queen's biſhop at his king's 3d ſquare. 
B. The rook takes the rook. | 
23. W. The knight takes the rook. 

j. B. Thequeen at ber 3d ſquare. | 

24. W. The queen at her king's rook's 2d ſquate. 
B. The king at his knight's 2d ſquare. 
25. W. The queen takes the queen, 


it. B. The rook retakes the queen. 

20. W. The queen's rook's pawn one move. 
h B. The king at his knight's 3d ſquare. 
q« 


fo izcommodious, that you will be forced to take it; and in this 
). caſe your advertary reunites his two pawns, one of which will pro- 
bably either make a queen, or coſt you a piece to prevent the fame. 

() If he had taken your pawn, his game would have very much 
it; diminiſhed in ſtrength, becauſe his knight had then been ſuſtained 
d, but by one pawn inſtead of two; beſides, he would have been forced 
{h to withdraw his king's knight when attacked, in order to preſerve 
08 the pawn that ſuſtained it. 
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27. V The queen s knight's pawn two Neps. | 
3. "The kings rook's pawn one move. 
28. V. The queen's knight's pawn one move. 
B. The knight at his king's 2d ſquare. 
_ The 00e at the black queen” 5 biſhop's 24 4 
Nn The ſrook at its: queen's 2d ſquare. 5 


30. I. The rob takes the roo} „if not it will he the 


> 4 


46510 ſame. 
45 B, The biſhop deren che rbk. 4 


21, W. The king at his knight's 2d — 


B. The king's rook's pawn one ſtep 
32. W. The queen's biſhop at his king's biſhop's 2d ſq 
B. The King at his rook's th — If 


: 33. V. The king's biſhop gives n 


0 


B. The biſhop covers the check. | 
34. W. The biſhop takes the biſhop.” | By 
The king takes the biſhop. © 
35. W. The knight gives check at his king? 8 ad ſquare. 
B. The King at the white king's biſhop's 40 iq. 
26, W. The king at his rook's 3d ſq harre. 
B. The king at the White king's biſhop's 30 ſq. 
37: 7 The knipht at his king's knight? s 4th ſquare, 
B. The knight at his king? s: biſhop's'4th ſquare, 


38. 7 The biſhop at his king*sknight's ſquare. 


The king's pawn one move. 


39 = The queen's rook's Pawn one move. 


5B. The king's pawn ohe move. 
L The biſhop at his king's biſhop: I 24 ſquare. 


a he knight takes the. queen's pawn, and after- 
wards wins the game, 


FURTHER II. LUSTRATION OF 


CUNNINGHAM'S GAMBIT. 


1. White. Txt king's pawn two moves. 
Black. The ſame. | 

2. V. The king's biſhop's pawn two moves. 
B. The pawn takes the pawn, 


a - 
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z. M. The king's knight at his biſhop's 3d ſquare. 
B. The king's biſhop at his king's 2d {quare. 
4. M. The king's biſhop at his queen's biſhop's 4th ſq. 
B. The biſhop gives check, 
V. The king at his biſhop's ſquare (a). 
B. The queen's pawn one ſtep. 
6. W. The queen's pawn two ſteps. 
B. The queen at her king's biſhop's 5 3d ſquare. 
7. W. The king's pan one ſtepi-- | 
B. The queen's pawn takes the pawn. 
8. V. The queen's pawn retakes the pawn. 
B. The queen at her king's 2d ſquare. 
9. V. The queen's biſnop takes the gambit's pawn. 
B. The queen's biſhop at the white * s knights 
Ath ſquare. 
o. W. The queen s knight at his biſhop": $ 3d Cours, 
B. The queen's biſhop's pawn one ſtep. 
NM. The queen's knight at his nd 8 878 8 muſt 
win the game. 


THE QUEEN'S GAMBIT, 


W herein there are Six Back-Games. 


i, White. Tas queen's pawn two ſteps. 
Black. The queen” Ss pawn two ſteps likewiſe. 
2. _ The queen's biſhop's pawn two ſteps. 
The pawn takes the pawn. 
Js 2 'The king's pawn two moves (“). 
B. The king's pawn two moves (6). 


(a) Withdrawing your King to his biſhop's place, m: 1 es it im 
poſlible: for your adverſary to preſerve the gamhit's past, which 
will be always in your power to take. 

(% If inſtead of two, you bad puſhed this pawn but one cp, 
your adverſary would have ſhut up your queen's biſhop for at lealt 
half the game; the firſt Back-game will be the evidence of it. 

(5 If inſtead of playing this pan, he had ſuſtaincd the gambit's 
pan, he had loft the game. This . ill be {een by a ſecond Back- 
game. But if he had neither puſted this pawn, nor taken _ 
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4. V The queen's pawn one move (c). 
B. The king's biſhop's pawn two moves (4). 
5. V. The queen's knight at his biſhop's 3d ſquare, 
B. The king's knight at his biſhop's zd ſquare. 
6. V. Ihe king's biſhop's pawn one move. 
B. The king's biſhop at his queen's biſhop's 4th iq. 
7. W. The queen's knight at his rook's 4th ſquare (e). 
B. Ihe biſhop takes the knight, near the white 
: king's rook (//. | EE 
8. V. The rook takes the biſhop. 
FB. The king caftles (g). | 
9. M,. H he knight at lis queen's biſhop's 3d ſquare. 
B. Thepawn takes the pawn. Eh 
10. W. The king's biſhop takes the gambit's pawn (%). 
B. The paz takes the white king's biſhop's pawn. 


gamhit's pawn, in this caſe you muſt have puſhed your king's 
biſhop's pawn two ſteps, and your game would have been in the beſt 
of fitnatians. E 
(c) If inſtead of puſhing your pawn forwards you had taken his 
king's pawri, you had loit the advantage of the attack. This is the 
ſubject of a third Back game. : | 
() If he had played any thing elſe, you maſt have puſhed your 
king's biſhop's pawn two ſteps, and by this means have procured 
your pieces anentire liberty, - wi . 
(e If inſtead of playing your knight in order to take his king's 
biſhap, or make him remove it from that line you had taken the 
ambit's pawn, you had loſt the game again. This is ſhewn by a 
ourtth Back-game. | . | 
(CF) If inſtead of taking your knight, he had played his biſhop 
at your queen's fourth fquare, you muſt have attacked it with your 
King's knight, and taken it the next move. 
(#) lf inſtead of caſtling, he had pnſhed his queen's knight's 
aten two ſteps in order to ſuſtain his gambit's pawn, it appears by 


a fiith Back-game that he had loſt; and if inſtead of either of theſe 
two moves, he had choſen to take your king's pawn, your retaking 
it would have hindered him from taking yours again with his knight, 


decauſe he would have loſt the game by your giving him check with 
your queen, | 5 

(4) This particular move demands a fixth Back- game; becauſe 
if you had retaken his king's biſhop's pawn with your King's bi- 


ſhop's pawn, you had loſt the game again, 


Th 
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11, V. The'pawn retakes the pawn Ci). 
B. The queen's biſhop at his king's biſhop's 4th 
RE, — | 
12. W. The queen's biſhop at his king's gd ſquare. 
B. The queen's knight at his queen's 2d ſquare. 


13. W. The queen at her 2d ſquare. 


B. The queen's knight at his 3d ſquare. 
14. W. The queen's biſhop takes the knight, 
B. The rook's pawn retakes the biſhop. 
15. W. The king caſtles on his queen's fide. 
B. The king at his rook's ſquare, 
16, W. The king's rook at the black king's knights 
4k̃1th ſquare, 
B. The king's knight's pawn one move. 
17. V. The queen at her king's 3d ſquare. 
B. The queen at her 3d ſquare. 
18. W. The knight at his King's 4th ſquare. 
B. The biſhop takes the knight. 


19. W. The pawn retakes the biſhop, and reunites his 


comrades, , 
B. The king's rook at its king's ſquare. 


20. V. The king at his queen's knight's ſquare. 


B. The queen at her biſhop's 4th ſquare. 
21. W. The queen takes the queen. | 
B. The pawn retakes the queen. 
22. W. The queen's rook at its king's ſquare. 
B. The king at its knight's ad ſquare, 


23. W. The king at his queen's biſhop 2d ſquare. 


B. The king's rook's pawn one move. 

24. W. The king's rook at his knight's 3d ſquare. 

B. The knight at his king's rook's 4th ſquare, 

(i) In retaking this pawn, you give an opening to your rook. _.. 

upon his king, and this pawn ſerves likewiſe for a better guard: 

to your king; it ſtops alſo the courſe of your adverſary's knight; 

and though you have at preſent a pawn leſ:,. you have the beſt of 
&c game by the ſituation. 
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25. L.. The attacked rook ſaves itſelf at | the queen's 
knight's 34 ſquare. 


— be ant 


3 


4 rr 
r T 


B. The queen 8 knight s pawn one move. "= 4 
1 26. U. The queen's pawn one ſtep, to make an creo. 
A ing for your.xook and biſhop. 1 | ; 
4 B. The pawn takes the pawn. —_— . | 
4 . The king's rgok takes the pawn. as RES 
0 B. The queen's rook at its queen's s ſquare,. * 
by! 28, W. The queen's yook at its queen's quatre. 1 
is, B. The knight, at his king's ep 5 A ſquare, 
* 29. W. The Ang s rock gives check. 4 
5 B. The. a at his rook* 8 ſquare, ©. 5. 00 Ty 
5 20. W. The biſhop at the black queer.” 8 405 ING 4 
* do prevent the adverſary's pawns e 
1 B. The knight takes the biſhop. _ 4 
2F 31. W. The rook retakes the Knight, ; 
4 B. The king's rock at its bilbop's TOY , | 
in” 42. W. The queen's rook at its queen's 2d ſquare, 4 
A B. The king's rook at the white king's biſhop” $ 4h = 
50 ſquare. | 4 
x 22. H. The queen's rook at its king's 2d ſquare. 
. B. The queen's Pawn one move. „ 4 
. 34. W. The pawn takes the pawn. © 
3» B. The queen's Took takes the pawn.” P. 5 
4 25. The king's rock at che black King's ſecond 
9 5 
1 B. The king's J knight s payn one ſtep; If he ſuſ. 
A „ tained the pawn, the game was fel. Be, 
A 36. W. One of the two 19oks kes the Pa, 
7 B. Ahe rook takes the r00K, Hh = 
1 I . The rook retakes the rook. © e . 
1 B. The robk gives check at the white king 8 {; 
i n biſhop's 2d ſquare. 
| j g8. The king at his queen's biſhop" 5 34 ſquare,”, 10 e 
5 . Ide rook takes _ pcm — 4 1907 1 N 
a ; 8 „ 


THE GAME OF CH ESS. 


29. HM. The rook's pawn two lteps 43 
B- The king's knight's pawn one lep. 
40. MW. The rook's pawn one move. 
B. The Knigln 5 pawn one move. 
11, W. Ihe roo at its king' 8 ſquare. 
1 The Knight's pawn one move. 
42. V. The rook at its king's knight” 8 ſquare. 
B. The rook gives check. | 
13. W. The king at his queen s biſhop's 4th ſquare. 
B. The rook at the white king's knight's 4d ſquare. 
44. Ihe rook's pawn one move. 
B. The rook ht its knight's 2d ſquare. 
45, W. The king takes the pawn. | 
B. The rook's pawn one move; 
46. V. The king at the ack ern 8 1 8 3d 
ſquare. | 
B. The rook's.pawn one move. 
47. W. The rook's pawn one move. | 
B. The rook takes the, pawn. ” D. 
48. W. he rock takes the pawn { 10. 
B. The 100k at the king's rook's 2d fy 
49. V. The pawn two ſteps. | 
B. The pawn one ſtep· 
Fo. W. The rook at its king s rook's 2d ſquare, | 
B. The king at his knight's 2d ſquare, 
51. VW. The pawn one move. 
B. The king at his knight's third ſquare. 


44 5 1 : #1 


, ; 


a If you! _ 3 his paw: with your zook, jun of, pilh- 
ing this pawn, you had loſt the game; 
aye prevented yourgook. from coming in, time, to itop the,paſl; 
of his knight's . n. This Ay be Teen PF, playing erh 
ſames, moves. | 

(7) If he did not tal e your pawn, you muſt” baye taken his; 2nd, 
Uni would have given you the game. 

Am). lf inſtead of taking his pawn, you had taken his rook, you 
had loft the game: it T 1450 19 ac 


19:15 > 


8. 


becauſe your king, Lou 
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52. V. The king at the black queen's biſhop's 3d 


B. The king at the white king's knight's 4th ſquare, 


TRE GAME or CHESS, 


ſquarę. 
F. The king at his knight's 4th ſquare. 
53. V. The pawn one move. 


54. J. The pan advances. 


Beginning at the third Move of the Queen 's Gambit, 


3. White, Tas king 
Black. The king's biſhop's pawn two ſteps (a 1 


B. The rook takes the pawn, and playing alter. 
wards his King upon the rook, it is a draun 


game, becauſe bis A will colt Four rock. 


FIRST BACK. GAME, 


spawn one move. 


4. W. The king's biſhop takes the pawn. 


B. The king's 
5. NM. The king's buhopes p 

B. The kings knight at his biſhop's 30 ſquare 6 J). 
6. W. The queen' s Knight at his biſhop's 1 ſquare. 

B. The queen's biſhop's pawn duo ſte 


pawn one move. 


awn one move. 


e). 


7. V. The king” 's knight at his king's 24 ſquare. 
B. The 
8. W. The king caſtles, 
B. The king's Knight's gy two Reps (d). 


(a) Moving of this pawn muſt convince you that it had becn- 
better to puſh your king's pawn two ſteps, becauſe his pawn ob- 


queen's knight at his biſhop's 50 ſquare. 


ſtructs the union of your king's and queen's pawns in front. 


Wy we pay 


pawns from 


center 


e 


3 


eth this knight to hinder your king's and 1 3 


mbling. 
N This is puſhed again with the ſame deſign, to prevent the 


s from uniting in front. 


playeth this pawn to puſh that of his king's biſhop's 
upon your Ling spawn in caſe of need, which would cauſe an en- 


tire ſeparation of your belt pawns. 


"vp * a 


p; 
14 
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THE CAME OF CHESS, 


9. V. The queen's pawn takes the pawn (e). 
B. The queen takes the queen. 
10. W. The rook retakes the queen. 
B. The king's biſhop takes the pawn. 
11. W. | he king's knight at his queen's 4th ſquare. 
B. The king at his 2d ſquare. 
12. M. The queen's knight at his rook's 4th ſquare. 
B. The king's biſhop at his queen's gd ſquare, 
13. W. The king's knight takes the knight. | 
B. The pawn retakes the knight. 
14. W. The king's biſhop's pawn one ſtep (/). 
B. The king's rook's pawn one ſtep. 
15. V. The queen's biſhop at his queen's ſecond 
| {quare. | | 
B. The knight at his queen's 4th ſquare, 
16. M. The king's knight's pawn one ſtep. 
B. The queen's biſhop at his queen's ad ſquare. 
17. W. The king at his biſhop's 2d ſquare. 
B. The queen's biſhop's pawn one move. 
18. W. The knight at his queen's biſhop's 3d ſquare. 
B. The queen's biſhop at his third ſquare, 
19. W. The knight takes the knight. | 
B. The pawn retakes the knight. 
20. J. The king's biſhop at his king's ad ſquare. 
B. The queen's rook at its king's knight's ſquares 
21. . The queen's biſhop at his 3d ſquare. 
B. The king's knight's pawn takes the pawn. 
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ce) If inſtead of taking this pawn you had advanced your own, 
the adverfary would then have attacked' your king's bifhop with 
his queen's knight, to compel you to give him check ; and in this 
caſe, he, playing his king at his biſhop's ſecond ſquare, had gained 
the move upon you, and a very good fituation for game. 

J) You advance this pawn to prevent your adverſary from 
putting three pawns in front, which he would have done by puſh- 
ing only his King's pawn. | a 
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{160 THE GAME OF CHESS, 


J. The biſhop takes the rook g. 
. The pawn takes the king's pawn giving check, 
23. JJ. The king retakes the pawn. » 
B. he rock takes the biſhop. 5 
24. H. The king's biſhop at his 3d ſquare. 
B. The King at his third ſquare. þ 555 
25. V. The king's rook at its queen's os ſquare. 
B. The queen's pawn gives check. | 


26. W. The king at his biſhop's 2d 3 


B. The queen's biſhop at the white wy s 4th 
{quare. + | 
7. W. The queen's rook at its king 8 ſquare. 
B. "The king at his queen's ath {quare, 
28. W. The king's rook at its king's 2d ſquare. 
. The rook at its king's ſquare. 
29. W. The king's knight's pawn one move. 
B. The biſhop takes the biſhop. -7 
30. W. The rook takes the rook. 
B. The pawn takes the pawn. ) 
31. V. The king's rook's pawn one move. 
B. The queen's biſhop's/ pawn one move. 
32, W. The king's ook. at the black king sro 
{quare, | 
B. The queen's pawn « one move. 
33. V. The king at his 3d 1quare. 9:0 Rs 
B. The king's biſhop gives check at his queen 
biſhop": s 4ih ſquare. 


(Z) If you had fetaken his pawn with your knight's pawn, he 
would have puſhed Eis queen“ pawn upon your biſhop, and after- 
'wards would have entered your game with a check of his rook, 


| ſuſtained by His queen's Bit: 5p; and if you had taken this pawn 


with your king? 5 pawn, be might have done the fame; which 
would have given ima very good game, becauſe one of his Pawns 
Feing then paſſed (that is, to lay, a pawn. that can be no more 
ſtopped but by pieces) will INF colt a e to binder the 
making of a queen. 


IE GAME, OF CHESS. 161 
34. M. The king at his biſhop's S 4th 1233 having no 


other place. 0102, 
B. The queen 's pawn one Fore, and. wins the 
Same . : | at 


* 


1 8 


' SECOND BACK: GMF, 
Bag initiig. As 1 thir d Mes of 4/ #7 - Beni, Gebe, 


154 *s 


3. Pl bite. ue "King's pawn two ſt eps. 
Black, The queen's knight's pawn two- 8 
4. W. The queen's rook's pawn" two ſteps.” . K 


B. The quoon's biſhop's pawn one ſtep- -. 


5 IF. The * 8 knights e. one ſtep 5 ep. 
B. The gambit's pawn takes the pawn (a). © 

6, V. The Tools s paun takes the paw n- 
B. The queen's bjſhqp's pawn takes the OY 


. The king? 3 biſhop! takes the mer N | 


check. N 
/}. The hiſhop covers the check. 
i. The queen takes the pawn. 
. The biſhop takes the biſhop. # 
9. I. The queen retakes the biſhop, and gives 
check. 244 
B. The queen covers che check. 
10. IV. The queen takes the queen. 
B. The knight retakes the queen. 


%) The loſs of this game ſhews the firength of two biſhops 
aint the rooks, particularly When the king is placed between 
LO PAWNS. + But it inſtead of employing your rooks to make war 
againſt his pawns, you had, on the thirty- -arft move, played your 
ook at the black queen's fquare; on the thirty-ſecond move 
brought your other rook at your adverfary's king's:ſecond ſquare ; 
aud on the thirty-third move ſacrificed your firſt Took tor his 
king's biſhop 3 you had made it a drawn game. 

(a) It is of the fame conſequence in the attack of the queen's 


gambit, to ſeparate the adverſary's pawns on that fide, as it is in. 


tie king's garavits to ſeparate them on the king's ſide. 
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. 1092 THE GAME OF CHESS. 
4 11. J. The king's biſhop's pawn two ſteps. EF 
"| B. The king's pawn one move or ſtep. 5 
* 12. W. The king at his 2d ſquare. 2 
# B. The king's bithop's pawn two ſteps C5) 
1 13. W. The king's pawn one move. F 
* B. The king's knight at his king's 2d ſquare. 
va 14. W. The queen's knight at his biſhop's gd ſquare. 
5 ZB. The king's knight at his queen's th ſquare {c), 
144 15. W. The knight takes the knight, 5 
i B. The pawn retakes the knight, 
. 16. W. The queen's biſhop at his rook's gd ſquare. 
* B. The biſnop takes the biſhop. 
A 17. V. The rook takes the biſhop. 
ig B. The king at his 2d ſquare. 
. 18. W. The king at his biſhop's 3d ſquare. vp 
* B. The king's rook at its queen's knight's ſquare. 
* 19. W. The knight at his king's 2d ſquare. 
A B. The king at his 3d ſquare. 
. 20. W. The king's rook at its queen's rook's ſquare. 
4 ZB. The king's rook at its queen's knight's 2d ſquare. 
a 21. W. The queen's rook gives check. 
= B. The knight covers the check, 
55 22. W. _ king's rook at the black queen's rook's 4th 
9 uare. | „ 
5 4 B. T 1 king's knight's pawn one move. 
5 (5) By puſhing this pawn two ſteps, the adverſary's is to force | 


2 
— 
. 


you to puſh forwards your king's pawn, in order to cauſe your 
queen's pawn, now at the head, to be left behind, and of no uſe, | 
(ee obſervation of the ſecond game.) Nevertheleſs you muſt 
play it; but ſtrive afterwards, with the help of your pieces, to 
change this your queen's pawn for his king's, and give a free pal- 
ſage to your own king's pawn. | 
(c) In this preſent ſituation your adverſary is forced to propoſe 
the changing of knights, though by this move he ſeparates his 
pawns ; becauſe if ho had played any thing elſe, you would have 
taken his rook's pawn, by playing only your knight at the black 
queen's Knight's tourth ſquare. 
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THE GAME or CHESS, 163 


8 23. . The knight at his queen's biſhop's 3d ſquare. 

B. The queen's rook at its queen's ſquare. | 
24. I. The queen's rook takes the rook's pawn. 

B. The rook takes the rook. 


2 5. . The rook retaketh, and muſt win the game, 1 


having a pawn ſuperiority, and moreover 2 
pawn paſt, which amounts to a piece Cd). 


Tun D BACK-GAME, 
Beginning at the fourth Move of the Queen's Gambit. 


4. White, Tu queen's pawn takes the pawn. 
Black. The queen takes the queen. 
5. V. The king retakes the queen. | 
B. The queen's biſhop at his king's 3d fquare. 
6. W. The king's biſhop's pawn two ſteps. 
B. The king's knight's pawn one ſtep. 
7. W. The queen's knight at his biſhop 3d ſquare. 
B. The queen's knight at his queen's zd ſquare. 
8. M. The king's rook's pawn one move. 
B. The king's rook*s pawn two moves. 
9. W. The queen's biſhop at his king's 3d ſquare, 
B. The king caſtles. - 5 8 
10. W. The king at his queen's biſhop's 2d ſquare. 
. Ty king's biſhop at his queen's biſhop's 4th 
uare. | 
11. V. The biſhop takes the biſhop.” 
B. The knight retakes the byſhop. 
12. W. The king's knight at his biſhop's zd ſquare. 
B. The queen's biſhop's pawn one ſtep. 


13. V. The king's knight at the black king's knight's 


4th ſquare. | 
B. The queen's knight's pawn two ſteps 


(4) By this Back-game it appears, that a pawn, when ſe- 
parated from his fellows, will ſeldom or acyer fuccced, 
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164 uk GAME or CHESS» 


74, UE The king's biſhpp at his kings zd ſquare, 
„The. kings knight at hig King's 8 40 hake. 

ro . The knight takes the biſiop. 51 
„The pawn retakes the knialt. x WT 


16. 2 Ihe, queen Ss rook 's Paw ty ſteps, 


B. The queen's-knight at the vito queen's Knight's 
3d Aduarc. . = "NET 6 i 

5 The Gueen's rook at its 2d ſou . 

B. The ques! s 100Kk's aun one ſtep. 

18. V. The queen's rook's pawn takes the pawn, 
B. The queen's rook's pawn retakes the Pane. 
V. The rook gives check. 5 
B. The king at his queen's knights 2d a Fquare, 

20. W. Ihe rook takes tlie rock. 

B. Ihe rook retakes the rock. 
. l he. rook at its quecn's ue. ni Fo 


B. Ihe queen's knight gives check at tlie white 


queen's ath ſquare. | „. 
2. V. I he king at his queen's knight” 0 ſquare. A 
B. Ihe king at his queen's knight's 3d ſquare. 
23. V. The king's knights pawn two o ſteps. 
B. Ihe pan takes the pawn. 
24. L. The pawn retakes the pawn. 
B. The queen's biſhop's pawn one move. 


#4 * 
by A 1 ec” 
5 : a * 


25. V. The king's knight . paun one mowe. 


B. The king's knight at his queen's biſhop's gd la. 
26. 1 The biſhop at his king's kmght's 47 ſquare. 

B. Ihe queen's kmght's paun one mave. 
27. V, The knight at his King's ad ſtuare. 

B. "I he king's knight at his quecn's r rook's en 10 
28. V. lhe knight takes the knignt. 

B, Ihe pawn rctakes the knight. 


29. W. The biſhop takes the'pawn. 


B. The king at Is queen's biſhop' 5 4th ſquare, 


go. V. l he king's biſnop s pawn one ſtep. 
5. The queen's pawn one move. 


WS 


Tur Gt of cus. 165 


„„ Tha hing's biſhop's paxyn tages the pawn. (a). 
Vhe koight awthe; white queen 8 Enight' s 3d iq, 


E274 T The pawy.« e move. 
B. The re 21 its queens. rook's qqars, to. "give 
: Becks mare e 
33. W. "Rs roc take the pawn, or at > 
B. "itherook gives chechze 1 A 
34. V. The king, e Place 5 
B*- Phe rob k gives 8 pg hy 
{quare. 3 5 F 
Ming 95; = 133 ac 44 | 


FOUR T HI B A W Kr XM E. A WS. 
Beginning at the Auen 4 owd.of the Queen's Gambit. 


7. 1 bits Tut Kiüg's biſh6ptikes the gambit's pa vn. 
Blacks The 52 s biſhop$-pawn takes the pawn, 
8. W. The king's biſhop- s pawn retakes the pawn. 
B. Ine. king” 5 knight at the white king $ knight $ 
-4th ſquare. | | 
9. M. The king's knight at his rook's 34 ſquare. 
3. The queen gives check. 
>. V. The king at his queen's 2d ſquare. 
J. Rhe king s knight at che white king's zu ſquare. 
1, /. The queen at her king's 2d ſquare. 
B. The queen's biſhop at the white king s knight's 
Ãth ſquare. 
V. Fhe queen at her 3d ſquare, 
B. The king's knight takes the king* $ knight's 
awn. 
13. V. The king's knight at his home: 
B. The queen at the white * 8 e Sing 
check. 
14. 1 The king retires. 
The king s biſhop takes the knight, and will 
eaſily win the game. 


) He takes this pawn, to make 2 queen upon the white queen 3 
bare, where his biſhop ſuſtains the pawn. 
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166 THE GAME or CHESS, 


FIFTH BACK-GAME, 
At the eighth Move of the Queen's Gambit. 


8. White. Txt rook retakes the biſhop. 
Black. The queen's knight's pawn two ſteps. 


9. V. The knight at the black queen 8 Mea s 4th fa, 


B. The king caſtles, 
10. W. The queen, s rook's pawn two moves. 
B. The queen's knight at his rook's 3d ſquare. 
11. V. The knight takes the knight. N 
B. The biſhop retakes the knight. 
12. V. The rook's pawn takes the pawn. 
B. The biſhop retakes'the pawn. 
13. V. The queen's knight's pawn one move. 
B. The king's biſhop's pawn takes the pawn, 
14. L. The queen's knight's pawn takes the pawn. 
B. The biſhop at his queen's 2d ſquare. 


| 15. V. The queen's biſhop at the black king's Wh : 


4th ſquare. 

B. The pawn takes the pawn. 
16, V. The pawn retakes the pawn. 

B. The king at his rook's |: uare. ; 

7. V. The king's biſhop at his queen's 3d ſquare. 

B. The king's rook's pawn one move. 
18. J. The king's rook's pawn two moves. 

B. The rook's pawn takes the queen's biſhop. 
19. . The pawn retakes the pawn. 

B. The knight at his rook's 4th ſquare. We 

o. V. The biſhop at the black king's knight's 3d ſq 

B. The knight at the white king's biſhop's th Ia. 
21, . The queen at her biſhop's 2d ſquare. 5 

B. The knight takes the biſhop to avoid the mate. 
22. V. The queen retakes the knight. 

B. The biſhop at his king's biſhop's ath ſquare 

M. The queen gives check, 

B, The king retires. 
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24. N.. The king's knight's pawn one move. 
B. The biſhop takes the pawn. 
25. V. The queen takes the biſhop. | 
B. The queen at her king's biſhop's 3d ſquare. 
26. V. The queen's rook at the black queen's rook's 
x 3d ſquare. 
B The queen takes the queen. 
27. W. The queen's rook retakes the queen, 
B. The king's rock at its biſhop's 2d ſquare. 
28. W. The king at his 2d ſquare. 
B. The queen s rook's pawn two ſtepßs. 
29. W. The queen's rook at the black king's 3d ſquare, 
B. The rook's pawn one move. 
30. W. The rook takes the pawn. 
B. The rook's pawn one move, | 
31. W. The king's rook at its queens rook's ſquare. 
B. The rook's pawn one move. 
32. W. I he rook at its king's 3d ſquare. 
B. The king's rook at its biſnop's 3d ſquare. 
33. W. The king at his queen's gd ſquare, 
B. Thc rook gives check. 
34. W. The king at his 4th ſquare. 
B. The rock takes the rook. 
35. W. The king retakes the rook. 
. The rock at its queen's rook's 3d ſquare, 
36. W. The king at his queen's 4th ſquare. 
B. The king at his biſhop's 2d ſquare. 
37. W. The king at his queen's biſhop's 3d ſquare. 
B. The rook gives check. 
38. W. The king at his queen's knight's 4th ſquare, 
B. The rook takes the pawn. 
39. FV. The rook takes the pawn. 
SB. The king at his 2d ſquare. 


30 W. The queen's biſhop's pawn one ſtep. 


HB, The king's knights pawn two ſteps. 
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41. V. The rook at the black denn 24 iN mo 
B. The king at his queen's tquare 4. S 
The! king ay the black q. nech's, "KhigheS: ak {, 
5 The kniglit“s pa n 089 move, © 
43. V. The king at thè black queen's > biſop” 8 c ſquar 
| B. The roOR g1v CS heck. A 
i 44. W. The pawn covers the check. _ 
B. The pan takes the pawn. 85 # 
45. M. The pawn retakes the pawn, 
B. The king at his home. 
46. M. The rook at the black king $ knight's 20 ſquare 
B. The rook at its 3d ſquare, 9] 
47. M. Thekingat the black queen's biſhop? $24 Lu re, 
| and afterwards puſhing his pawn, will wit: the 
N Same: 


„ SIXTH BACKGAME, 
1-H Beginning at the tenth Move of the Quern Gambit. 


4 to. White. The king” $ biſhop's pawn takes the pawn. 
* Black. The knigh RE the king's pawn, , 
4M 11. V. The knight retak es the night. 
. B. The queen gives en | 
78 12. W. The Knight at his king's Knight's 3d. fquare- 
__— B. The queen's s biſhop at the bits King 8 daigt' ; 
16 | "MIL (quare. | 

4 13. V. The king's biſhop a at his king? s 2d ce (00. 
- 2 e queen takes the rook's pax . 
1 14. W. The king's rook at its biſhop's ſquare (2 5 5 
B. The qucen takes the knight and gives check. 
V. The king at his queen's 2d ſquare. 8 
B. The queen's knight at his queen's 2d ſquare. 
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(a) Any thing you could have played could not ſave a pie: 

() If inſtead of playing your rook you had played your King, 
the adyerſary had won ſooner, by play ing only his ro tt 
king's biſhop's ſecond iquare, WE 
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and wins the game. 
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and are diſpoſed of thus: Suppoſing you play into the 
right-hand table, two upon the ace-point in your adver. 
ſary's table, five upon the ſix- point in the oppoſite table, 
three upon the cinque-point in the hithermoſt cable, 
and five on the ſix-point in your own table, the 
grand object is to bring the men round in your own 
table; all throws that contribute towards it, and pre- 
vent your adverſary doing the like, are advantageous, and 
Vice wer” /a. The fir{t belt throw upon the dice is W 
eittemed Aces, AS it ſtops the ſix- point in the outer 1 
table, and ſecures the cinque in your own, whereby 
your adverſary's two men „on your ace-point cannot 
gct out with either quatre, cinque or fix. Wherefore 
this throw eis an advancuge trequent ily aſſced and given 
between players that are not equally ſkilful. 


Mx. 110 1 = B's 
TRE 4. ISE OF. BACK-GAMMON. 
EC AUS it is neceſfary tor a learner to know how 
many points he ought to throw upon the two dice, 
one throw with another, we al! take the following 
method to demoniiiate it. 
FxAawmrit. I would know how many chances thiete 
are von wo (es? 4 x | 


At r 4 
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5 and 3 twice 13 | 2' and 1 twice 8” 
5 and 2 twice £6] 2: and 1 twice 6 
6 and ! Wie 14 — Points. 


E 22> 294 
: ; Divided by 36 {0 8 


6 
294 . by 36, ſolves the queſtion ; by winch it 
appears, that one throw with another you may expect 
to throw 8 upon two dice. 
{ would know how many chances there are upon 
2 dice? | 
The anſwer is 36, Which are as follow: 


" "_y * 2 — 4 — 
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— — 


Sixes — I 
Lives — 
Fours — 
Trois — 
Deuces — 


Aces — 


and 
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wice 
twice 
twice 
twice 


twice 


LWICE 
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* 
A and 5 twice *. 4 and 1 twice 
9 and 4 twice and 2 twice 

and 3 twice 23 and 1 twice 
0 and 2 twice | ” and I twice 

* 6 and 1 twice | | 
30 

heoecauſe a learner may be at a loſßs to find out by 


this table of 30 chancds, What are the odds of being 
Bit "pi on a © TY or flat die, let bin {take the follow. 
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* 2 Aces : — i] 3 and 1-twice 2 

* 6 and 1 twice 2] * 4 and 1 twice 2 

*'5 and 1 twice 21 2 and 1 twice 2 
11 


Total 
Which deducted from 36 


The remainder is 25 


By this method it appears, that it is 25 to 11 againſt 
hitting an ace, upon a certain, or Hat die. 

The like method may be taken with any other flat 
die, as you have fecn with the ace. 

I would know what are the odds of entering a man 


upon 1, 2, 3, 4, or 5 Points? 


Anſæber. | Reduced 

for. againſt. for, againſt. 
2 {upon point „99 
8 {| upon 2 points 20 16 8] 5 4 
5 upon 3 points 27 9 I 
3 | upon 4 points 32 $17 8% 4-8 I 
MP. | upon 5 points 35 11 135 I 


I would know what are the odds of hitting, with 
any chance, in the reach of a ſingle die! 


Anſwer. Reduced, 
for. againſt. or. againſt. 

upon 1 is 11 to 25) 4 to 9 

3 upon 2 12 24 = | I 2 

= upon 3 14 22 8 2 3 

— C 2 [ "A } U 
upon 5 15 $17 © [5 7 
n 17 [ 9 
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7 would know what are the odds of hitting with 
Jouble dice? which are as follow: 
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Anſwer. | Reduced. 
for. againſt. for. again. 

Upon, 3% [(i 

„ upon 8 3 „„ 

2 upon 9 31 8 6 

2} upo. 1 33 724 1 11 

. 0 „ 

5 ' upon 12 (or ; 36 C 


To explain fix ther to a learner how to make uſe of 
the table of 36 chances, when at a loſs to find the 


9 


odds of being hit upon any certain or Hat die, this ſe- 
cond example is here added to thew how to find by 
that table the odds of being hit upon a 6 

| 2 Sies - | 6-and: 3 twice» 
i 2 Trois — 1 | 6 and 2 twice 2 
2 Deuces — 1 6 and 1- twice 2 
6 and 5 twice 2 | 5 and. i twiee 2 
6 and 4 twice 2 64 and 2 twice 2 
17 
1 Io 
Which deducted from 36 


Remainder is — 19 
By che forgoing example it is evident, that it 18 19 
to 17 "Rin m being hit upon a 6. 
he odds of 2 love is about 5 to 2. 
= of 2 to 1 19.2 2 
and of I love 2 3 


4 IF. vou play three up at back- gan mmon, your prin- 
cipal view, in the firſt place, is, either to ſecure 
your own or your adverſary's cinque-point; when that 
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is effected. you may play a puſhing game and endeavour 
to gammon your ady "_ ry. 
Þ os The next beit poiat (after you haye gained Your 
que- point is to —_ your bar-point, thereby pre. 
vt; rin Your aUveriary” s running with 2 ſixes. 
8 A frer jou have proceeded | thus far, you we 


post n your OW rn cables. rather han the quatre-p * 
out of them 8 

V. Having gained theſe points, you have a fair 
chance to 22mmon your advertary, if he is very fol. 
ward: For, ſyppoſe his tables are broke at home, 1 It 
will be then vour intereſt to open your bar-point, and 
to oblige lim to core ont of your tables with a fix ; and 
having your men ſvrea d, you not only may catch that 
man which your adverlary brings out of your tables, but 
you will a allo have a probabi ity of taking up the man let 
wn your tables (upon ſuppoſition that he had two men 
there.) And ſuppoſe he ſhould have a blot at home, 
it will then be vour intereſt not to make up your tables; 
becauſe, if he ſhould enter upon a blot, which your 
are to make {or the purpoſe. you will Ws CA ee 
or getting a third man; which, if accormplithed, w. 
give vou, at leaſt, 4 to 1 of the gammon; whereas, ; 
vou have only two of his men un, the odds are in his 

vour that you do not gammon him. 

. If you play for a hit only, one or two men: aken 
up of your adverſary's, makes it ſurer than a preatc 
number, provided that your tables are made up. 


VI. DizecT1oNs how to carry your Men home. 

When you carry your men home, in order to Joie 80 
point, you are to carry the moſt diſtant man to you! 
adverſary” s bar point, that bci ing the ſirſt ſtage yon by. 
to place it on; the next ſt: ge iS s 6 points farther, e 1 
the place W dere VG! ur adve S1. lar; 28 yen men are Arlt plac 00 


0 0 


Four 


Same 
are taken! U 5 make Your Oc the Oetter, bee Fou 


you muſt 
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out of F his tables; the next ſtagze is upon the ſixth point 


in your tables. This method is to be purſued till your 


5 4 k : ! % * 2 5 5 7 - * . 7 * 
men. are 1 49 We, except 2, When, by long 2 
1 I 8 * * + * 
point, yOu [ir 5 Onen 1 Avi YO tf 2 FADNLZION, a \ Arens As 


fl the PO ST: of 2 ves r tod. s 0 lave it, 


| & & | | 
VII. 1 Hou p "ay LO win a hit Only, you are to en- 
deavour to gain either your 0% 07 your adveriary's 


cinque bon 10 5 and it that als DY „Gut b mg! + by * 


hit 
adv- erlar y, and you find that he is for warder than vou, 
in that cate you mult throw more men into hi tables. 
The manner of doing it is thus: pita man upon your 
einquè or bar-point, and i your & lveridry nonletts tt) 
hit it, you may then gain a forward gam i, inſtead of « 
bac K Same; but 1 It he hits a, YOu, tt ol ay for a 1 ict. 
and then the greater aber of men which 


will, by that means, preſerve your game at home; and 

t then always enden ur to gain both your ad- 
verſary's ace and trois- points, or his ace and ddeuce- points, 
and takes care to keep three men upon his e-point. 
that if you chance to hit hun from thence, that point 
may remain ſtill ſecure to 0. 

VIII. At the beginn ng of a ſet do not play for a 
back game, becauſe by io doing vou would play to 2 
great difadvantage, running the riſqi ue of a gammon to 
win a ſingle hit. 


Dir-inn: Jor Playing, al ſetting ng out, th2.36 Chances of 
lie Dice, when you are 10 p. . ia Gammon, or for 
7 1! ie hit. | 

I, TWO aces, to be play ed on YOur cinque-point 
And bar run for a gammon or for a hit. 

II. Two fixes, to be played on your adverſary's 


bar- point, and on your own barr-point, for a gammon, 
or {or a hit, 
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iii, uo trois, two to he played on your cinque. 
iat, aud the other two on your trois-pcint in your 
Cn tables, tern gammon only. | a 

EV. ro deuces, to be played on vour quatre. 
PORN YOUr OWN tables, and two ro be brouglit over. 
tom the lte men placed in your adverfary's tablos, for 


4 LaAINNON Ol:ty. 
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C | 
VI. Two fives, to be brought over: from the five 
Wen placed in your aavellary's tables, and to be put 
non the dir point 11 your Own tables, for a gammon, 


VII. oIze- ace, you are to take your bar-point, for 
5 


&- GE euce, a man to be broupht from the 
five. men placed in your adverfary's tables, and to 


te place cn the cinque. point in vcur OWN tables, for a 


* * 9 
San nien, OL fOr a 14%. 


i and GS a man to be brought from your 
J , 2 18 l 1 
BUVELIATY S ae PULL, as jar as he will go, for a gam- 


. — p "Re 
mon, Or for 41 An. 
. Six and four, a man to be brought from vou 
at * & Ca 4a CL 10 Ur, 4 man LO CTC I OUS 3. i Om V QUT 
? " * , + "> Is 1 | $ 4 0 3 
AQVETIOTY 8 460-1 # Oilnt, 48 tar a> ile Wl 205 TOY a Je: 


I i A „ 4 Har x v1 Cn rk , 4 BP. 
XI. Six and five, a man to be carried from your ad. 
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XII X inque and quatre, a man to be carried from 
your adavers; al y's ace- point, as far as he can go, for n 
Ain n;, Cr LOT a kit -. 


XIII. Cinque-trois, to make the trois-point in you! 


8 5 4 2 * edna 8 ſe 61 EL 
tables, fer Se, O1 101 a Ait. 


Yet 
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XIV. Cinque-deuce, to play two men from the five 
place 1 in your adverfary's tables, for a a en or for 


a hie. 

XV. *Cingue-ace, to bring one man from the ſive 
placed in your adverſary's tables for the cinque, and 
to play, one man down on the cinque-point in your own 
tables for the ace, fora gammon only. 

XVI. Quatre- trois, two men to be brought from the 
fire placed in your adveriary's tables, for a gammon, or 
for a hit. 

XVII. Quatre, de ice, to make the quatre- point in 
your own tables, for a gammon, or for a hit. 

XVIII. + Quatre ace, to play a man from the hve 
placed in your adveriarv's tables for the quatre, and 
tor the ace to play a man down upon the C1nque- point 
in your Own tables, tor a gammon only. 

A Lrois-deuce, two men to be brought from 
the five placed in your adverſary's tables, for a gammon 
only 3 | 

XX. Trois-ace, to make the cinque point in your 
OWn tables, tor a zammon, 0! Or a hit, 

XXI. * Deuce-ace, to play one man from the five 
me n paces in your adverſary s tables for the deuce ; 
and for the ace, to play e a man down upon the cinque- 
point in your own tables, for a gammon only. 


Directions how. fo pay the Chances ha at are mai ried 


thus (*) for a Hit only. 


J. TWo trois, two of them are to be playcd on 

your cinque-point in your own tables, and 

with the other two you are to take the quatre. point in 
your adverſary's table. | 

II. +T'wo de uces, two of them are to be played on 

your quatre-point in your own tables, and with the 

other two you are to take the trois-point in your ad er- 


verſary's tables. 
1 5 
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The two foregoing caſes are to played in this man. 
ner, for this reaſon, vi. that thereby you avoid being 
ſhut up in your adverſary's tables, and have the chance 
of throwing high doublets, to win the hit. 

III. Two tours, two of them are to take your ad- 
verſary's cinque-point in his tables; and for the other 
two, two men are to be brought from the five placed in 

our adverlary's tables. | e 

IV. *I. Cinque: ace, play the cinque from the fire 

men placed in your adverfary's tables, and play the 


ace from your adverſary's ace- point. 

V. 2. Quatre- ace, play the quatre from the five 
men placed in your adverſary's tables, and play the 
ace from the men on your adverſary's ace-point. 

VI. *3. Deuce- ace, play the dence from the five 
men placed in your adverſary's tables, and play the 
ace from your adverſary's ace: point. | 

N. B. The three laſt chances are played in this 
manner, for the following reaſon: By laying an ace 
down in your adverlary's tables, you have a probability 
of throwing deuce-ace, trois-deuce, quatre-trois, or 
ſtze- cinque, in two or three throws; in any of which 
cates you are to take a point, which gives you yaltly 
the better of the hit. | 
You may obſerve by the directions given in this 
chapter, that you are to play nine chances out of the 
thirty-ſix in a different manner, for a ſingle hit, to what 
you would do when playing for a gammon. 


Some Obſervations, Hints, and Cautions. 

I. BY the directions given to play for a gammon, 
you ate voluntarily to make ſome blots, the odds 

being in your favour, that they are not hit; but ſhould 

it ſo happen, that any blot is hit, as in this caſe, you 

will have three men in your adverſary's tables, you 

muſt then endeayour to ſecure your adverfary's cinque, 
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quatre, Or trois. point, to prevent a gammon, and muſt 


be very cautious how you ſuffer your adverſary to take 
c WW upa fourth man. 2 

. II. Take care not to crowd your game at any time, 9 
if poſſible. What is meant by crowding a game, is the 1 
r = putting many men either upon your trois or deuce- 2 
n WW point in your own —_ which is, in effect, laing 


ot thoſe men by not having them in play. 
: Beſides, by — your game, to attempt to fave 
© WW 2 gammon, you are often gammoned; becauſe when 
, your adverſary | Ands vour game open, by being crowd- 
| ed in your own tables, he may then play his game as 
ehe thinks fit. 

f III. By Recourſe had to the calculations, von may 
know, what are the odds of your entering a ſingle man 
upon any certain number of points, and by that means 

vou may play your game accordingly. 

IV. If you arc obliged to icave a biot, by recourſe 
being had to the calculations for hitting it, vou will find 
the chances for and againſt you: and conlequentiy you 
will be enabled to judge how to play Your n to he 
greateſt advantage. 

V. You will alſo find by the calc ulations, he odds 

for and parte vou, upon being hit by double dice, 
and con! ſequently vou will hare it in your power to 
chuſe ſuch a method of play as is moit to your ad- 
vantage. 

VI. If it is neceilary to make a run, in order to 
win a hit, and you would know to a point which is 
forwarideſs; your adverſary or you, take the W 
method: 

Begin with reckoning how many points you muſt 
have to bring home to your be- point in vour own 
tables the man that is at the preateſt di {tance from it, 
and do the like by every other man that is abroad ; 
when the numbers of thole ablentees are ſummed up. 
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add to them the following numbers for thoſe already 
on your own tables (ſuppoſing the men that. were 
abroad as on your fize- point for bearing), namely, fix 
for every man on the! ſize-point, ave for every man on 
the cinque-point, tour for every man on the quatie— 


point, three for every man on the trois-point, two for 


every man on tne geice-point, and one for every man 


on your ace point. Do the like to vour adveriary's 


game, and then „ou will know w hich ot VOU 18 for- 
wardeit, and likelieſt to win the hit, 


Osſervations and 5 eftions for a Lerner to Bear his 
Aen. : 


F vour adveriary i is greatly | before you, never play 
a man trom your quatre, trois, or deuce- points, 
5 order to bear that man from the point where you put 
it, because that nothing but high doublets can give you 
y chance for the hit: therefore inſtead of Playing an 
e or 2 deuce from any of the aforeiaid points, always 
oy them from your ſize or higheſt point; by which 
means vou will find, that throwing two ves, or two 
fours, will, upon having eaſed your ſize and cinque- 
Poms, be of great advantage to you: whereas had your 
üze-point remained Icaded. vou mult, perhaps, be oblzz- 
ed 20 play at length thoſe fives and fours. 
II. Whenever you have taken up two of your "ul 
fary's men, and that you happen to have two, three, or 
more points made in your own tables, never fail fpread- 


ing your men, in order either to take a new bens in 


11 
your tables, or to de ready to hit the man your adverſary 


may happen to enter. As ſoon as he enters one of his 
men, you are to compare his game with yours; and if 
you find your game equal to his, or better, never fail 
taking his man up if you can, becauſe it is 25 to 11 
againſt his hitting you; which chance being ſo much m 
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your favour, you ought always to run that riſk, when 


you have already two of his men up. 

There is this exception to this rule; that if you play 
for a ſingle hit only, and that your playing that throw 
otherwiſe gives you à better chance tor the hit, you ought 
not to take up that man. 

II. Never be deterred from wing up any one man 
of your adverſary's by the apprehenſion of his hitting 
you with double dice, becauſe the faireſt probability your 
dverſary bas of hitting you, is 5 to 1 againſt him. 

IV. It you ſhould Happen to have hve points in your 
tables, and to have taken up one of your adverſary's 
men, and are obliged to leave a blot out of your tables, 
take care, if it is in your power, rather to leave it upon 
doublets, than any other chance, becauſe doublets are 
25 to 1 againſt his hitting you, and = other chance 1s 
but 17 to 1 againſt him. 

V. Two of your adverſary's men in your tables are 
better for a hit, than any greater number, provided your 

zume is forwardeſt; becauſe his having three or more men 
„our tables, gives him more chances to hit you, than 
he had only two men in them. 

VI. If you are to leave a blot upon your entering of 
a man. upon your adverſary's tables, or otherwiſe, and 
have it in your choice to leave it upon what point you 


pleaſe, always chuſe that which is the moſt diſadvanta- 


geous to him. To illuſtrate this by an example; let us 
lupnoſe i it is his intereſt to hit you or take you up as ſoon 
as yon enter; in that caſe you are to leave the blot upon 
his loweſt point; that is to lay, upon his deuce- point, 


rather than upon his trois. point, or upon his trois-point 


preferably to his quatre point; or upon his quatre. point 


preferably to his cinque point; becauſe (as has been men- 


tioned before) all the men your adverſary plays upon 
his trois or his deuce- points are deemed as loſt, being 
in a great meaſure out of play, thoſe men not baying it 
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in their power to make his cinque-point, and conſequent. 
ly his game will be crouded there and open elſe where, 
whereby you will be able alſo much to annoy him. 
VII. To prevent your adverſary from bearing his 
men to the greatelt advantage, when you are running to 
ſave your gammon; as for in{'ance. ſuppoſe you ſhould 
have two men upon his ace-point, and feveral other men 
abroad, though you ſhould lof> one point or two in put- 
ting your men into your tables, yet it is vour interelt to 
leave a man upon your ad verſary s ace- point; which will 
have this confequence, that it "il prevent his bearing 
his men to his greateſt advantage, and will alfo give you 
the chance of his making a blot, which you may chance 
to hit. But if upon a calculation, you find that you 
have a throw, or a probability of [Caving your gammon, 
never wait for a blot, becauſe the odds are greatly againſt 


hitting it. 
Caſes, put by way of E. xamPple, 70 be cl how to . 


the Odds of ſaving or winning a Gammon, 


. SUPPOSE your tables are made up, and that you 
have taken up one of your adverfary's men; and 
ſuppoſe your adverſary has fo many men abroad as re- 
quire three throws to put them in his tables: 
Quere. Whether you have the better of a gammon 


or not? 
Anf. It is about an equal wager that you gammon 


him. 

Becauſe, in all probability, you will have bore two 
men before you open your tables, and when you bear 
the third man, you will be obliged to open your ſize or 
cinque-point; in that cale it is probable, that your ad. 
verſary muſt take two throws before he enters his man 
in your tables, and two throws more before he puts that 
man into his own tables, and three throws more to put 
4nto his own tables the men which he has abroad, which 
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n all make ſeven throws: and as you have twelve men 


to bear, theſe pr obably will take feven throws in bearing, 


becauſe you may twice be obliged to make an ace, or a 
ere 5 5 you can bear all your men. 

N. B. No mention is made of doublets of either 
ſide, Kat event being. equal to each party. 


The foregoing caſe be ing duty attended to, ſhews it 


is in your power to calculate very nearly the odds of 
ſaving or winning a gammon upon "molt occaſions. 

Ihe Suppoſe I have three men upon my adverſary's 
ace - point, and five points in my tables, and that my ad- 


verlary has all his men in his ables, tiree upon each of 


his five higheſt points: 
Quere. Whether the probability is for his gammon- 
ing me, or not? 


Anſwer. Points, 
For his bearing 3 men from his 6 point, is 18 
from his 5 point, — 15 
from bis 4 point, — 12 
from his 9 point, — 9 
from his 2 point, — 6 
Total 60 
To bring my three men from my aqverſary's 
ace-point, to my ſize-point in my tables, 
being foi each 18 points, make in all 54 


The remainder is © 
Ard as, beſides the ſix points in your favour, ther 


is a further conſideration to be added for you, which 1 is 


that your * adverſary may make ono or two blots in Years 


Ing, as is frequently the caſe, you lee by this calculatio: 


that you have greatly the better of the pr obabilit y of 
laying your gammon. 

N. B. This caſe is tuppoled upon an oquy ity of 
throwing. | 
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III. Suppole I leave two blots, either of which ean. 
not he hit but by two double dice: to hit the one, that 
calt muſt be eight, and to hit the other it muſt be nine; 
by which means my adverſary has only one die to hit 
either of them: 

Duere. What are the odds of his hitting either of 
thete 18 blots? * 3 

AHnſ. The chances on two dice are in al! 36 

6 and 2 twice, 


The chances to j 5 and 3 twice, — 2 
hit 8 are, 2 deuces, — I 
| 4 ors, —— 1 
| 6 and 7 — 
The chances to Sen 3 ice, 5 
it 9 are, 5 + a 2. 
2 trois, l 
Total chances for hitting, — 71 
Remain chances for not hitting, — 25 
So that it is 25 to 11 that he will not hit either of thole 


blots. 
IV. To oive another example, let us ſuppoſe that 
leave two other blots than the former, which cannot be 


hit but by double dice, the one muſt be hit by eight, and 
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1 the other by ſeven: 

I Quere. What are the odds of my adverſary” s hitting 

.v either of theſe blots? 

_ Anſ. J he chances on two dice are in all, 36 

i | 6 and 2 twice, —— 2 

8 The chances to } 5 and 3 twice, — 2 

it | hit 8 are, two fours, —— 1 

iN 1 two deuces, — ö 

18 The chances to Sand e 1 l 

8 his - 5 and 2 twice, — 2 

+4 7 are, 

"| | : 4 and 3 twice, — 2 
Total chances ſor hitting, — 12 
Remain chances for not hitting, — 2. 
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ng, 1 would know what is my ſhare of that ltake, hav- 
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Therefore it is two to one that J am not hit. 
The like method is to be taken with three, four, or 
ve blots upon double dice; or with blots made upon 
double and ſingle dice at the {ame time; you are then 
only to find out (by the table of 36 chances) how many 
there are to hit, any of thoſe blots, and add all together 
in one ſum, which ſubtract from the number 36, which 
is the whole of the chances upon two dice: ſo doing re- 
folyes any queſtion required. | 

V. The following caſes are to ſhew a way of calcu- 
ating, which may be called a mechanical way of olving 
of aveſtions of the like nature. 


I would know what are the odds of throwing 7 twice, 


before 10 once? 
Anſ. It is 5 to 4 that 10 is thrown once before 7 is 
thrown twice, which is demonſtrated as follows: 

Suppoſe the ſtake depending is nine pounds, my firſt 

throw entitles me to have one third part of that money, 

becauſe 7 has fix chances for it, and 10 has but three 

chances, and therefore it is two to one. 

| ** 

For the firſt throw, Sq © 
Having taken 37, out of the 9. for the firſt 
throw, the remainder 1s 6/. out of which a 
third part is to be taken for the ſecond 

. throw © - 


2 0 0 


The total is, 1 8 © 
Remains, 4 oO © 


The whole ſtake is 9 o © 


VI. I would know what are the odds of entering a 
nan upon any certain point in two throws? 
Aas. ouppoſe 36 ſhillings is the whole ſtake depend- 
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ing laid 18 ſhillings that I enter in two throws? by the 
calculations in the table of 36 chances, it is found tha: 
] have 11 chances out of the 36 for entering the fir! 
throw, for which therefore I am entitled to 11 out 6 
the 30 ſhillings, 2 
| | "I OP 
The ſtake 1s, 36 © 
For the firlt throw, 11 © 
4 Remains, 25 © 
The remainder being 25 ſhillings, is to be 
divided into 36 equal parts, of which I am 
entitled to eleven of thoſe parts, which 


make, 7s. 72d. for the ſecond throw, - 2 


Adding this to the other 11 ſhillings, makes 


my ſhare of the ſtake to be 18 7 3 
Then my adverſary's ſhare will be, 37 4-4 


Total of the ſtake 36 © © 


Therefore it is very nearly 15 to 14 in favour of en- 
tering a man upon any certain point in two throws. 


Critical Caſe for a Back-Game. | 
I. J ET us ſuppoſe A plays the fore-game, and that 
all his men are placed in the uſual manner. 
For B's game let us ſuppoſe, that 14 of bis men are 
placed upon his adverſary's ace-point, and i man upon 
his adverſary's deuce-point, and that B is to throw: 
Quere. Which game is liklieſt to win the hit? 
Anf. A's is the beſt by gold to ſilver, or 21 for, to 20 
againſi; becauſe, if B miſſes an ace to take his adver- 
Hary's deuce-point, which is 25 to 11 againſt him, A 13 
in that caſe to take up B's men in his tables, either 
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ingly, or to make points; and if B ſecures either A's 
deuce or trois-point, in that cafe, A 1s to lay as many 
men down as poſſible, in order to be hit, that thereby 
ne may get a back-gamie. | 

When you are pretty well verſed in thegame of back 
gammon, by practiſing this back-game, you will become 
a greater proficient in the game than by any other me- 
thod, becauſe it clearly demonſtrates the whole power 
of the back-game. | 

II. Back-game. Let us ſuppoſe A to have five men 
placed upon his ſize-point, five men upon his quatre- 
point, and five men upon his deuce- point, all in his own 
tables: . 

And let us ſuppoſe B to have 3 men placed upon As 
ace- point, 3 men upon A's trois- point, and 3 men upon 
A's cinque-point; let B alſo have 3 men upon his ſize- 
point in bis own tables, and 3 men placed out of his 
tables, in the uſual manner. 


Quere. Who has the better of the hit? | | 


Ans. It is an equal game; but to play it critically, the 
difficulty lies upon B, who is, in the Arſt place, to en- 
deavour to gain his cinque and quatre: points in his own 
tables; and when that is effected, he is to play two men 


from A's cinque: point, in order to oblige his adverſary 


to blot, by throwing an ace, which if B hits, he will 
have the faireit probability of winning the hit. 

III. Bacſ game. Suppoſe A has 3 men upon B's ace- 
point, and 3 men upon B's deuce- point, alſo 3 men 
upon his ſize- point in his own tables, and 3 men upon 
his uſual point out of his tables, and 3 men where his 5 
men are uſually placed in his adverſary's tables: 

And let us ſuppoſe B has his men placed in the ſame 
manner, both in his own and his adverſary's tables, with 
this difference only, viz, inſtead of having three men 
put upon A's deuce: point, let them have three men upon 
us trois-point: 


2 * 


— 


iv" + 


- Pe 50G £1 
2 — 
0 LT 


— — — — 2 9 
8 . 


” — — 
4 - 
; * 1 


- v N 


5 *** arr 


* **, * '» 


22 
+ 


x 54 
4 
oe” 
Sz 
4 
x 


b 
ö 
| 


8 , dog 
* n 


CY 8 _ * 
* 
— 


* * ad pe 248-44 & Av 
# : ; y 
4 WT SOAR. "7 8 


r 


* 
e — 
* ac 


. r 4 , | 
. 8 LS We. . 
> rc 


— 


1 


AD 


i 4d; ane 


Fs; 


** 


— — + ate th + 5. £46k Gar F — 
2 4 ha — . 7 " 4 2 * ow. — OTE, IST: — 8 
rt EE Ms a at ara 
Y £4 Aon, . SS + a - wo, a/ as WEI we 4 I 
EU VRSEL 7 TINA e 2 fr BY e 


— 
. r 
22 8 X. c * 


3322 — 
— 


1 MM 
32 
” 2 
. £2 
PO 
7 
v ** 
e 
1.4 1 * 
Do - 
8 
i . 
* W 
rl 
17 
F . 

. ASS» 3 
+ * 
©. 

. 
x 4 7 
1 4 

5 
= 

o% £1 

* 
4 285 
4 % + 
„ 
9 
1 * 
4 , 
1 N 

. 
be >! - 
* FH 
A 4 

* 7 4 
n 

. * 
438 

U & 

KY 
4% 1 y 1 
14 by a 

W 

% P67 

gt, 
1 
” 

Y 2 
"28% 
py” 
Ha. 
9 "© 11 

B. 

Urs > : 
AY 
WA. 

KI] * 

* + 
* 5 
. 1 
3 15 
N 5 
1 7 

Tak: 
44 * „ 
$M 
8 
7 7 
x 2 
— 1 
5 £ 
-, hes 

* 

1 
Ia * 

=, 
* 4x 

"WH 

WM. . 
., # — ep 

xv 1355 38 
5 G * 

4.7 8 

tha 

* 

& 

. +. 
be. 

<*3# 55 
' +" 

4 . 

2 =» 
= 

5 LI 

8 
3 el : 

13 

x4 

3 24 
a 
Y * 

an 4 

I ; 
1 

27% * 

. 
SF 

-- = 
Fry A 

+. 

+. * 10 
SH 

.. .- 2 

4 2 

N. pn 
1 

J 
+. a 

* / PO 

+ ns 
r 
. 

_— 

# 4 

. N 

o J 4 * 
*. £4. 
_ 
3 wes © 

: __ 
E = 

r 

7 . 
> 
1 
% 
vie - 

r 
. 

. 7 

* 

ph” 
+." MW 
3 
» ; = 
LA. 
1 { 
8 
, * 2 
-- 
| : 5 
e E 
r - } 
» 5,08 

A 7 
* ; Bus of 
* 8 : 

. C 1 
os St; 
* -+ 

* 
N » 4 


— — , os 


3 
2 


n 


rn C8 
* — 1 ge 8 * £ 2 = . iy ; 1 


88 - — — 


188 THE GAME OF BACK-CAMMON. 


Quere. Who has the beſt of the hit? 

Anſ, A; becauſe the ace and trois- points are not 4 
good for a * as the ace and deuce points in Vour ad. 
vertary” s tables, for _ reaion ; 8 auſe, when VOU are 
bearing your wy , you have the deuce-point in your 
OW ies LO P. lay YOUur Men UPOn, which often pre VEINS 
your making a blot, which muſt happe n otherwite 
your adverſary ; and take care to lay down men to 8 
hit as ten as vol cad, in order to keep your game 
backward; and for the Laine reaſon, avoid hitting any 


blots whick your adverſary makes, 


IV. Cafes of Ceriofi ty and Inbruction. 

Let us ſuppoſe A has his 5 men upon B's ace. 
point, B is ſuppoſed to have his bar- point, alſo his ſize, 
cinque, quatre, and trois-points in his own tables: 

Que re. How many throws 18 A likely to take to 


| bring tis 15 men into his own tables, and to bear them? 


Anſ. You may undertake to do it in —_— tive 
throws. 

It is odds in A's favour that bs throws an ace in two 
throws; it is allo odds in A's favour that he throws a 


fix in two throws; when theſe events happen, A has a 


probability of not wanting above two or three throws to 
play till he has got all his fifteen men into his own 


tables: therefore by a former rule laid down to bring 


your men home, and alſo for bearing your men, you 


may be able to find out the probability "of the number of 


throws required. Note, B ſtands ſtill, and does not play. 
V. Where A and B ſhall play as faſt as uſual, and 
et B ſhall make the hit laſt, probably, for many houls. 
We wil tuppoſe B to have bore 13 men, and that A 
has taken up the two remaining men, 
And let us ſuppoſe that A has 15 men in B. 8 be 


az. three men upon his ſize- -point, three upon bis 


cinque: point, three upon his point, three upon 
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his trois point, two upon his deuce point, and one upon 
his ace- point. | 

The method which A is to take, is this: let him 
bring his 15 men home, by always ſecuring fix cloſe 
points, till Þ has entered his two men, and brought 


them upon any certain point; as ſoon as B has 


ined that point, A mult open an ace, deuce, or trois, 


or all three; which effected, B hits one of them, and A, 
taking care to have two or three men in B's tables, is 


* 
2 


pod 


is ready to hit that man; and alſo, he being aſſured of 
taking up the other man, has it in his power to prolong. 
the hit to almoſt any length, provided he takes care not 


to open ſuch points as two fours, two ſives, or two fixes, 


-of 
55 

7 

4 
6 
. 
15 
— 4 
37 


bo 


but always to open the ace, deuce, or trois-points, for 
B to hit him. | 
VI. I would know what are the odds upon two 


dice, for throwing two fixes, two fives, or two fours, 
in three throws? which, by mechanical calculation, may 
; ; . 


de found thus: 

Anſ. Suppoſing 36 fhillings to be the ſtake 
depending, the thrower will be entitled to have 5. d. 
for his firſt throw 3-0 

Which deducted out of 36, remains 33; 


| which divided again into 36 parts, make fo 
many eleven pences, ut of which the thrower 
zs to have 3 for his {ſecond throw 1 


The remainder, 30 ſhillings and 3 pence, is 


again to be divided into 36 parts; dividing the 


” 
"4 


throw 


o ſhillings ſo, make ſo many ten pences, and 


the 3 pence divided into ſo many parts, make 
ſo many thirds of farthings, ot which the throw- 
er is to have 3 parts for his ſhare for his third 


Total for the thrower, 8-0 
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So that it is 275. 8d. 4 to 8s. 3d. 1 againſt the throw. 


er; which, reduced into the ſmalleſt number, is very 
nearly as IO to 3, that two ſixes, two fives, or two 


fours, are not thrown in two throws. 

VII. Back-game. Suppoſe A to have 2 men upon hi, 
ſize- point in his own tables, 3 men upon his uſual point 
out of his tables, 2 men upon the point where his 5 
men are uſually placed in his adverſary's tables, 5 men 
upon his adverſary's ace point, and 3 men upon his ad- 
verſary's quatre: point. 8 | 

And let us ſuppoſe B to have 2 men upon his ſize. 
point in his own tables, 3 men upon his uſual point out 
of his tables, 2 men upon the point where his 5 men 
are uſually placed in his adverſary's tables, 5 men upon 
his adveriary's ace-point, and g men upon his adverſary's 


vere. W ho has the faireſt chance to win the hit? 

Anſ. A has, becaule he is to play either an ace or a 
deuce, from his adverſary's ace point, in order to make 
both theſe points as occaſion offers; and having the 
quatre-point in his adverſary's tables, he may more 
eaſily bring thoſe men away, if he finds it neceſſary, and 
he will alto have a reſting place by the conveniency ct 
that point, which at all times in the game will give him 
an opportunity of running for the hit, or ſtaying, if he 
thinks proper. Whereas B cannot to readily come 
from the trois-point in his adverſary's tables. 

I. Let us ſuppoſe A and B place their men in the 
following manner tor a hit: | | 

Suppoſe A to have 3 men upon his fize-point in his 
own tables, 3 men upon his uſual point out of his tables, 
and 9 men upon his adverſary's ace, deuce, and tro1s- 


points, 3 men to be placed upon each point; and ſuppoſe 
B's men to be placed in his own, and in his adyeglarr* 


tables, in the fame order and manner. 
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his 
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de; then R calls for 2 fixes for himſelf, and carries one 
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The reſult is, that the beſt player ought to win the 


hit; and the dice are to be thrown for, the {ituation be- 
ing perfectly equal in A's and B's game. 


If A throws firſt, let him endeavt our to gain his ad- 


verſary's cinquc- point; when that is effected, let him 
lay as many blots as poſſible, to tempt B to hit him; for 
every time that B hits them will be in A's farour, be- 
cauſe it puts him backward; and let A take up none of 


B's men for the ſame e Rat 
A is always to endeavour to take care to have VEE 


men upon each of his adverſary's ace and deuce- points; 
; wa”. when B makes a blot, theſe points will remain 
ſecure, and by recourſe had to a former caſe {Numb. V. 
p. 188.) when A has bore 5, 6, or more men, yet A 
may ſecure 6 cloſe points out of his tables, in order to 
prevent B from getting his man home: and by recourſe 
had to the calculations, he may eafily find out (in cafe 
lie makes up his tables) who has the better of the hit; 


ind if he finds that Bis the forwardeſt, he is then to en- 
leavour to lay ſuch blots, to be taken up by his adver- 
ur, as May give him a chance for taking up another 
nan, in caſe B ſhould happen to have a blot at home. 
Thoſe who play the foregoing game well, may be 
ranked in the firſt claſs. | 
It. A Caſe of Curigfity, A and B play at back- 
:1mmon; A has borne 13 men, and has 2 men to bear 
Hon his dene point; B has 13 men in his own tables, 
vic two men to enter. Bis to throw, and to name 
thro! 5 both for himſelf and A, but not to hit a blot 


= wn . 42 


1 e! th ler lidde. 
Deere. What throw is B to name for both parties, 
order to fave his gammon. 
w_ B calls ior himſelf two: aces, which enters his 2 
en upon A's ace point. B alſo calls 2 aces for A, 
my i conſequently A cannot either bear a man, nor play 
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man home upon his ſize- point in his own tables, and the 
other he places upon his adverſary's bar- point: B alſo 
calls ſize- ace for A, ſo that A has one man left to bear, 
and then B calls fat himſelf either 2 fixes, 2 fives, or 2 
fours, any of which bear a man, in caſe he has men in 
his tables upon thoſe points, and to fave his gammon. 
III. The following queſtion is to be attended to, as 


being critical and inſtructive, 


Suppoſe that both vours and your adrerſarys 8 tables 
are made up. 

Alſo that you have 1 man to carry home, but that 
he has two men on your bar-point to carry home, 
which he in wait to catch your man, and that if you pals 
him you are to win the hit: ſuppoſe alſo that you have it 
in your choice to run the riſk of being hit, by 7 or by 8, 
both of which are chances upon double dice: 

Quere. Which of cheſe chances is it beſt for you to 
venture? | 

Anſ. That of / , fo 

Firſt, Becauſe tha 
8, are equal. | 

Secondly, If he does not hit 7, you v will then have in 
your favour 23 chanccs to 13, that by your next throw 
you either hit him or paſs beyond him. 

Thirdly. In cafe your ſecond throw ſhould happ-n 
to be under 7, and that conlequently you cannot hit 
him, vet you may play that caſt at home, and Conte- 

vent)? leave the blot upon double dice. 

W hereas if, on the contrary, you had made choice 
of leaving the blot upon 8, you would have made a bad 
choice, tor the reaſons following : 

Firft. Becauſe the chances of being kit by 7 or by 
8, are only equal. 

Secondly. Becauſe, if you ſhould eſcapc the being hit 
by 8, yet you would then have but 17 chances in your 


* 


r the following r reaſons: 
t the chances of being hit by 7 


3 


1 


8 entered a man taken up, and which conſequently you 


3 xW it; 
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avour, againſt 19, for either hitting him, or paſſing 
beyond him by your next throw. 

= Thirdly. In caſe your ſecond throw ſhould happen to 
5 % ſze- ace, which is ſhort of him, you would then be 


Woblized to play the man that 1s out of your tables, not 
- Wing able to play the fix at home, and coniequently to 
leave a blot to be hit by a ſingle ( or flat) die; which 
8 ent, upon ſuppoſition that you play for 18 ſhillings a 
ome, would entitle him-to 11 ſhillings of the whole 
1 i N | 


THE LAWS OF BACK-GAMMON. 


3. JF you take a man from any point, that man 
mult be played; the fame mult be done if two 
men are taken from it. 

. 2d. You are not underſtood to have played any 
man, till you have placed him upon a point, and 
ed him. 

34. If you play with. 14 men only, there js no 
þ. cnalty attendiug it, becauſe by playing with a leſſer 


I 
pet 
80 
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nämber than you are entitled to, you p! lay to a di- 


E advantage, by not having the additional man to make 
: p your tables. 
4. If you bear any number of men f befor vou 


# 


. as obliged to enter, ſuch men, ſo borne, muſt be en- 


tered. again in your adverſacy s tables, as well as tho 
Yves taken up. Ip. 


| 565. If you have miltaken your undes FT" ITS 


1. and if your adverſary has thrown, it is not in vοοi, 


erk his choice to UP it, unleis both parties agree 


15 = 4 
k. 5 MIN 
4 * 
% 
4 - * 
* * 
. 


7 
Pd „ 
E Tm K 


2 — 1 


3 1 e 
, 4 N 


e ene 


. 1 3 : FE E og” a 2 9 
Fa „ 5 4 * 7 A f N 4 1 8 jp 
IF 2 A . * 8 25 ere eee. ** Ne | 4A 
8 bo i q n r 1 IR Go PRs.» HAF.TS 


4 

; N < 
Ins 
# 
2 
ö 

4 * 
3 
* 


2 22 


„ 


4 2 £ v | 
r + bY 98 n > des Tart 5 * 2 . * r * 4 H * h 
r An Pa ANY ESRD AE Ire 


. 


1 A} s 


N 


$ l * "of ET p = 
„ ww 2 1 r a 


e 5 ; - 


ey N £ 
.»: et 
oP b 
. 49:4 
„ 
"3 Xo 
TW 
8 1 
© © 

n - Fo 7 

14 ** 

3 

ws : , 

"Tl 19 

' 45585 2 
eh 
- 
=: 
* ©" ran 

a L 
* | "1 
„ 

; ERR 
+ _-” 3 
4 
. 
Aw 
1 * 7 

+ TN : 

BETS! | 
+ : 
, 2 : 4 

+ Bo jo : 6 
14 4 
i wer 

* 7 5 200 

: . 

» 

1 Y 

* o 4 

7 5 
81 
Ly * 4 9 
wy : 7 ä 
e 
7 * 
1 7 
333 
. 
he 
, } 
"RW: 
> i 
\ * 
b; U 
Fan 
1 
4 * 
Pn 
2 
ve 
a 1 
* 
b, $.--fe 
1 þ 
z 
** 15 be 
St? 
RAYA 
1 
F 
Foe 
4 * * 
It 94 
381 
4+ 
4.- 1 * 
A Wm 
y Ja = 
, ww © * 
WE 
2 4 * 
1 
* 
* N — s-- 

; : > £4; 
27 * LY 
5 : 

2 
= 
4 x? 
5 
. 5 
* 5 
+ 5X . 
* 
2 7 
1 * d 
* * 

48 t 
I% 4 
13 . 5 

©: . 
EY "0 
4 "x * 

» — 

1 4.4 

5 > 

8 . 
7 7 SJ 

1 1 

A 1 

J +. 

K np 

Tz 
4 1 
* 7 
" 
- * 
* 
wh q 
„ 
7 7 
2 74 oy 
" g * : 
1 DT 
5 4 vw 
1 
at k 
3... 

8 * 
*. "” * 2 
5 227 
* 1 
F 7 of 
Dok 4 

1 — 

1 

R. 22 

13 1 

. 

8 . 

n 

r 
. 

. * 

9 - 7 

* £8 

- . * 

'# N 

1 

5 75 1 

il 7 | 

* * 

3 

12 

0 27 

* 
5 
* 
2 
* a 
: 

| 2 

1 
4 8 is 
: : £ s 

44 


— 


— W — 
* 1. ps - —_ | ni _ . 2 
A] LEROY N 
F = ASIF: 


194 HE GAME OF DRAUGUTS. 
Mx. PAYNE's GAME or DRAUGHTS, 
IN TRCDUCTION. 
J. TEE. draught table muſt be placed with an uppet 
white corner towards the right hand. 

II. The table being properly placed, number the 
white ſquares in order from 1 to 32. 

III. The black pieces are placed upon the fir 
twelve ſquares in all the following games. 

IV. The letters N, C, F, T, at the head of each 
game, ſtand for nanber, colour, from, 40. 

V. For the playing of any move required, the num. 
bers may be wrote upon the board itſelf, near a corner 
of each ſquare, fo as to be eaſily ſeen when the men 
are placed. Or a table may be drawn upon paper or 


card, and the ſquares numbered as in the following. 


fgure, and ſuch à table will be a ready guide to wy 


move tired; 
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* 12 White loſes the Game by this move. 
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GAME II. 
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III. 
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CRITICAL SITUATIONS 10 DRAW 
GAMES. 


Firſt Situation. 
\ No. 3, 4 black kings; on No. 15 a white king, 
and white to move. | | 
W 15,11 - Bal W 11,7 . 
W 7 Oc. 
| Second Situation. 
No. 5 a black man, g a black king; 7 a white king, 
and white to move. 
W 7,10 B 9, 13 
W 14, 10 Sc. 
Third Situation. 


W 10, 14 B 13,9 


No. 3, 4 12 black kings; 10, 11 white Kings and 


black to move. 
3 2, 6 Wie, B 8, 3 W rs, 19 
B 12, 8 W 19, 5 8 | 
Fourth Situation. 

No. 13 a black man, 14, 15 black kings; 22, 23 white 
kings, and black to move. 
B 146 37 - Ww B 15, 10 W 22, 25 
B 47, 21: 286.6 B 10, 14 W 26, 30 

B 14,17 W422, 18 B17, 14: Ice 
Fifth Situation. | 
No. 18, 19 black king 28 a black man; 27, 12 white 
kings, and white to play. 
Wenn  B 1.20 W 24, 20 B15, 11 
W 20,24 B 19, 23 W 24, 20 Ute. 


S;xth Situation. 


Wiltc man, 31, 32 white Kings, and black to move. 
24, 28 W 37, 27 B 2319 W 27, or 
B 19, 24 W 42, 27 B 24 20 W: 29, 32 
7 2% 8 1; Bibs W239 a6 
B ic, % W 31, a7 &c. | 


No. 21 en man, 22, 23, 24 black kings; 30 
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CRITICAL SITUATIONS TO WIN GAMES, 
Firſt Situation. 

No. 21 a black man, 25 a black king; 56 27 white 
kings, and either to move. 

„ 0 W 255-83 B 29, 25 W23z, 18 
B 255 wt W 18, 22 5 22,25 280 
Second Situation. 

No. 1, 2 black kings; 10, 11 white kings; 5 a whit: 
man, and either to play. 

Wie, 14 B 2, 6 W- 14; 27 6, 9: 
W 17, 13 B 9, 6 Wii eee BY 2 
W 16, 19 B 2, 6 ig. 2: 68. 2 

3 B 1, 6 W 23, 18 6, 13 
W 18, 14 B 13,9 i. 

Set the Men as before. | 
G Wit, ns B 6. 9 nn 
9, 5 We, 14 B 
B 9, 13 W138, 22 B 1: 
Bg, 6 - W 22,48 B | 
„ 6. W215, 14 B 6,13 W 3. 1 
Third Situation. 

No. 1, 2 black kings, 3 a black man; 9, 10, 11 whiz 

kings, 12 a white man, and black to play. 

-D 1,5 W 13 35 W545 
B 2, 6 W 10, 14 8 W 14, 9 
B ls 6 W GS B 6, 1 \W 155 11 
1 Wii, 7 Bz, 10. W 9 

Fourth Situalion. | 

No. 5 a white king, 21 a white man; 6, 10 black 

kings; black being to move, may win thus: . 

5 6 1 W 5. 9 B ici; W 9, 
B a5, 48; W..$2,,9..:B „ 5, 4 00. 
Rp 8,457 Wai 7 Big ˙ W G oM-- 
ind W - 04-4 B 18, 22 W 17,44 
B rr, W 5 B 6, 4, W444 40 
DB 22, 18 W 1, ;$} 48.14 5 1 4 


1 
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_ Place the Men as before. 
nue B 6, W :$29 B 10, % W, 
15, 18 17, 13 B 18, 15 -w % . 
8 3 W 14. 17 B ir, 10 ai 
0 | B10, 144% 88 B 5; + Weg al 
B i, 6 ; B 6, 10 W 25, 30 
£ B 10, 15 W 30, 25 B. 1c, 18 We, 37 
hit Fifth Situation. = 
No. 1 a white king, 30 a white man, 6, to black 
2 WE kings; and black being to play may win. 
2 B - 9; W 1674 BD 6, W 
2 Bi, , , © 10; 14: 8 
3 B 14, 13 <6. 18, 1 , W $38 
B 15,18. W „ qQ 1 W460 
B is, 22 i 6 ad 
% ng 3 go Wig ©: 
7 B 24, 18 , 
5. 15510 WW 1, 3 
9 B 14, 1 , x 
1 Now black has the fourth ſituation, and muſt conle- 
quently WIN. 
hide Sixth $itualion, 
Na. 22, 27 white kings, S a white man; 5 a black 
TY; king, 20, 21 black men, and white being to play may 
win. 
1 |. W 48,44 $69 W 14, 9 B 5 
9 W232, 17 B 5, % N17, io Bans 
W io, 15 B 235, 30 W 15, 19 B 30% 5 
lach W 27,32 B 25, 22 W 19, 24 B 20, 27 
W: 34, 23 E 


Seventh Situation. 


; | No.6, 24 black kings; 14, 18, 23 white kings, and 


| either to move, white may win. 


2 Wi, 15 B36, W 14, 9 B 2,4 28 
45 W239 Buys , 3 Baa 
| W 9, 24 Bg,1 Se. 


W 24, 19 
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IP — 2 =. 
4 9 „ x2 2 
r 

e 


Eighth Situation, 
No. 1, 12, 16 black men, 1g a black ng: TY 6, 
10 white men, 11 a white King, and black to play. 


. —œ— ” G4. — h - * * - 3 As, * 
c 


B 13, 9 W 11,20 B g, 2 W 20, 24 
11 , B 16519 W 27, 32 
B19, 24 W 32, 28 B 2, 6 W. . 

B 6, 24 | 

$ SITUATIONS FOR STROKES, k 


£irft Stroke. 


N No. 17 a black man, on No. 30 a black Kidz; 
18, 27 white kings, and white to play. 
Wers, 22 B 17, 26 Wey, © Bs 


Second Strobe. | K 
8 17, 27 white kings, 18 a black man; 29, 30 black 
kings, and white to play. 
7 W 23 
| Third Stroke. | 
No. 18, 19 white kings, 23a white man; 31, ga black IM " 
kings, 20 a black man, and white to move. 
W 19, 24 B 20, 27 W 18, 22 
Fourth Strole. 
oY 11, 21 black men, 29 a black king; 18, 24, 
26, 30 White men, and white to move. 
A w 18, 14 B 9,18 , 22 BS, xc 
WW 24, 19: 


FS. 
1 


= 76s 
o 
r 
E r 223 


OY 
2 57” met vo” 


* 


+ % —— 5 
. by wv = + © 
Sow . n * ;4 Load . 


= 


7 Ta 22 . 12 w 1 
90 7 * L 5 1 
Þ wo 
= WL - N A N 


ifi Strobe. 
No. 12, 21 black men, 27, 31 black kings; 20, 3o 
white mn, 15, 8 white kings, and white to-move. ne 
W 30, 26 P 31, 22 W 18,25 B 21, 30 
6 B 19: W358, 31 


Sixty Stroke. 


2 — 


. — 
* "AY: I 
i 5 5 &os by 
9 


F Sg 
CER on OO SY OT OI 
Ex Fi Ao in = gy 


by No. 7 7, 23 black kings; , 13 black men; 8, 21 223 
wk white men, 17 a white king, and white to move, Na 
. W 22, 18 B13, 22 WS, 3 B 23, 14 


7 


| © 
of 
& 45 
"0+ 
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$14.1 

7 
L 13.99 
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Seventh Stroke, 
„ No. 3, 13, 14 Black Men, 24 a black king; 15, 22 
| white Kings, 19, 21 White men. and white to move. 
W 21,47: „% Wi15,'18" 8 
W-18, 11 | 
Eight] Sirofe, 
No. 1,6,9 bl REN men, 18 a black king; 7 a white 
king, 13, 15 white men, and white to play. 
Wie B: 6: W 12,6 B 1, 10 


= W 7. 23 
” Nini Str e. 
No. 6, 7 white kings, 0 a white man, 5 a a black man, 
14, 15 black king's and white to play. | 
4 W 7, 10 B 1445 ; W 6, 2 Bx 
F - 8 | 
Te ah Toole. 
No. 2, 6, 8, 22 black men; 15, 27, 30, 32 white 
ck men, and whit te to play. 
Wi, i BE W. 20, 26 'B 22, 31 
W 32, 28 B31, W 20, 4 
| | Eleventh Stroke. 
24, No. 6, 26 white men, 22 a white king; 7 7, 15 black 


kings, 21 a bl ack man, and white to play. 
| V 22,95 B 21, 30 W, 2 B 30, 23 
5 W 


Tue 5 © Trobe, __ 


30 No. 2 a black man, 27. 21 3 kings; 10a white 
Nan, 14, 19 White Kings, and wiute to move. 
o WIG 7 B 2, x6 W 19,15 B 


T hirtcenth Strate. 
N 72 black men, 25, 26 black ki ings; 11 4 white 
nal, 155 15 white bings and white to move. 
W Fo 5 V6, 21 


Sn”, nee 5 4 * 
1 * 4 * n 
1 . "4; A, : > 
Fs... N 2 2£ WE. 
S * >: © . 1 1 C 1 
5 —— 2 e 
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Fourteenth Siroke. 
No. g a black man, 26, 27 black kings; 11a white 
man, 15, 16 white kings, andi white to move. 
W 11,8 D:3, 19 W 15,22 
| Fifteenth Strobe. | 
No. 1, 3, 5 black men, 25 a black king; 10, 14, 17 
white men, 13 a white king, aud white to move. 
1&0 ::Þ- 4,10 „„ 7: 3; 40 
17, 14 B 10,47 W 13, 29 Ec. E Z 
| Sixteenth Stroke. 5 
No. 1, 6, 7, 10, 12, 14, 15, black men; 19, 20, 21, 
22, 23, 26, 30 white men, and white to move. 
ii DB 16426; n id 3% 19 


W138, 2 
Sewentecnihb Siroke, ö 
No. 2, 3, 16, 29 black men, 14a black king; 1, 5 i 
white kings, 9, 29, 31 White men, and black to more. 
5 24, 27 WW at; 24 B 16, 19 W 24, 15 
B-14,10 Wiz, B 3, 7 W309, 25 
i W-20,2Þ D 413,14 
Eronteenth Stroke. 0 
No. Io, 13, 17 black men, 27 a black king; 19, 22, 5 
26, zo, white men, and white to play. L 
6. 23 BI 19s 18 
W 30, 7 | : 
| Neneteenth Stroke. 
No. 1, 6, 10, 19, 20 black men; 19, 15, 27, 2, 
31 white men, and white to play. 3 
MW 13 9 B 6,13 VV IS, 6 B 1,10 
W 27,24 > 20,27 W315 5 | 
| | Twentieth Stroke, 1 
* Ne. 1, 3. 5, 6, 7, i, 120 21 black men; 14, 
bl 19, 23. 26, 27, 30, 32 white men, and white to play. 4" 
1 | W 30,25 B 21,30 W 14,10 B: 7,14 


0 W 19,6 12,9 w 23,16 B 30, 
. | W 27, 2 | 3 


te 


Ve. 
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wenty-firft Stroke, 
_-_ 3z 6, 10, bob 14 17519 black men; 73 20, 21, 


2, 26, 30 white men, and black to move. 

5 19,23 W 26,19 B 17,26 W 30, 23 

B 14, Wi D 10% Wis 

B 517 
Ho T wenty-ſecond Stroke, 

No. 2, 7, 10, 11, 1, 13, 14, 21 black men; 9, 
20, 22, 23, 26, 30, 31, 32 white men, and white to 
move. 

W 20, B 11,20 W 19,15 B 10, 19 

W 23.16 12,19 W 22,17 B 13,22 

W 26, 3 | 

On T wenty-third Stroke. 

No. 3, 5, 8, 10, 11, 15, 16, 22 black men, 175 
18, 20, 27, 28, 29, 31, 32 white men, and white to 
move. 

9s © B 220 W 18,14 B 31,24 

W 14, 7 B 3,10 W 28, 3 | 


Tuvbentys fourth Stroke. 
No. 5, 12, black men, 14, 29, 32 black kings; 8, 


9, 30, 31 white men, 15 a white king, and white to 


move. 
W 31, 27 B 32,23 W 30, 5 B 29,22 
W 15,10. ß 8, aw 
W 319 


— 


© — 


—— — — 


THE LAWS OF CRICKET, 
FT. * 8 y 5 . p | : 
IE bail muſt weigh not leſs than five ounces and 
a half, nor more than five ounces and three 


quarters. 


It. cannot be changed during the game, but with 
conſcut of bo parties. 
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The bat muſt not exceed four inches and one qua 
ter in the wideſt part. 

The ſtumps mult be” twenty-two inches, the bail fix 
inches long. 

The bowling-creaſe muſt be parallel with the ſtumps, 
three feet in length, with a retutn-creaſe. 

The poppirg-ercale muſt be three feet ten inches 
ats mult be oppoſite to 
each other, at the diſtance of twenty-two yards. 

The party which goes from home ſhall have tis 
choice of the inn: ings and the pitching of the wickets, 
which ſhall be pitched within thirty Yarcs of a cent:: 
fixed by the adverſaries, 

When the parties meet at a third place, the 50 wiz 
ſhall toſs up for the pitching of the firſt wicket, andthe 
choice of going in. 

The bowler muſt deliver the ball with one foot bs 


{ 


hind the bowling-creaſe, and within the return-creaſe; 


and ſhall bow] four balls before he changes wickets 
which he ſhall do but once in the ſame innings. 

He may order the player at his wicket to ſtand on 
which fide of it he pleaſes. 

The {triker is out if the bail is bowled off, or the 


| ſtump bowled out of the ground: 


Or if the ball, from a ſtroke over or under his 5 bat 
Or ypon his hands (but not wriſts) is held before i. 
touches che ground, though it be hugged to the . 
of the catcher: 

Or if, in ſtriking, both his fcet are over the poppine- 
creaſe, and his wicket is put down, except his bat! 
grounded within it: 

Or if he runs out of his ns to hinder 1 
catch : 

Or if a ball is ſtruck up, and he wilfully {trikes i 


again: 


a 


2 
b 


es it 
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Ort, in running a notch, the wicket is ſtruck down 
by a throw, or with the ball in hand, before his foot, 
hand, or bat, is grounded over the popping creaſe; 
but if the bail is off, a ſtump muſt be {truck out of the 
ground by the ball: 

Or if the ſtriker touches or takes up the ball before 
it has Jain ſtill, unleſs at the requeſt of the oppoſito 
party: 

Or if the ſtriker puts his leg before the wicket with 
a deſign to ſtop the ball, and actually prevents the ball, 
from ki tting his wicket by it. 

che players have ctoſſed each other, he that runs 
for the wicket that is put down is out; if they are no; 


croſſed, he that has left the wicket that is pat down is 


Out. 
When the ball has been in . ai 3 or lag. 


keeper? s hands, the ſtrikers need not keep within their 


ground till the umpire has called Play; but if the player 


goes out of his ground with an inten: to run, before the 
ball is delivered, the bowler may put him out. 
When the ball is ſtruck up in the running- ground be 


tween the wickets, it is lawful for the ſtrikers to hinder | 


its being catched; but they mult neither ſtrike at, nor 
touch the ball with their hands. 

If the ball is ſtruck up, the ſtriker m 
wicket either with his bat or his body 

In ſingle wicket matches, if the ſtriker moves out of 


may guard his 


his ground to ſtrike at the ball, he ſhail not be allowed 


2 notch for ſuch ſtroke 
The wicket-keeper ſhall ſtand at a reaſonable diſtance 


behind the wicket, and ſhall not move till the ball is 


out of the bowler's hand, and ſhall not by any noſe 
incommode the {ſtriker ; and if his hands, knees, foot, or 
head, be over or before the wicket, though the ball hit 
it, it ſhall not be out. 
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The umpires ſhall allow two minutes for eack man to 
come in, and fifteen minutes between each 1nningy, 
When the umpires ſhall call Play, the party refuſing to 
play ſhail lofe the match | | 

They are the ſole judges of fair and unfair play, and 
all diſputes ſhall be determined by them. 

When a ſtriker is hurt, they are to allow another to 
come in, and the perſon hurt ſhall have his hands in any 
part of that innings. . | 

They are not to order a player out, unleſs appealed to 
by the adverſaries. ft 

But if the bowler's foot is rot behind the bowling. 
creaſe, and within the return-creaſe, when he delivers 


he ball, the wnpire, unaſled, mutt call No Ball. 


If the ſtrikers run a ſhort notch, the umpire muſt call 
Vo Notch. 


B ET. >. 


F the notches of one player are laid againſt another, 
the bet depends on both innings, unleſs otherwiſe 
ſpecthed. . | 
[f one party beats the other in one innings, the notch- 
es in the firſt innings ſhall determine the bet. 

But if the other party goes in a ſecond time, then the 
bet muit be determined by the numbers on the ſcore. 

— — — 
„ THE GAME OF "TENNIS. 

A Tennis court is uſually ninety-fix or ninety-ſeven 
fcet long, by thirty-three or four in breadth. A net 
hangs acroſs the middle, over which the ball mult be 
ſtruck, to make any ſtroke good. At the entrance of 
4 tennis-court there is a long covered paſſage before you 
go into the dedans, the place where ſpectators ujuaily 
are; into which, whenever a ball is played, it counts for 
a certain ſtroke. This long paiſige is divided inte 


— 


x 
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different apartments, which are called galleries, viz. 
from the line towards the dedans, is the firſt gallery; 
door, ſecond gallery, and the laſt gallery: which is call- 


ed the ſervice-ſide. From the dedans to the laſt gal- 


lery are the figures 1, 2, 3, 4, 5, 6, each at a yard 
diſtance, marking the chaces, one of the moſt eſſential 


parts of this game. On the other ſide of the line is the 


brſt gallery; door, ſecond gallery; and laſt gallery, 
| which is called the hazard- ſide: every ball played into 
the laſt gallery on this fide tells for a certain ſtroke. the 
ſame as into the dedans. Between the ſecond and this 
| laſt gallery are the figures 1, 2, marking the chaces on 
the hazard-ſide. Over this long gallery is the pent- 
| houſe, on which the ball is played from the ſervice- ide 
to begin a ſet of tennis, and if the player fails ſtriking 
tte ball (ſo as to rebound from the pent-houſe) over a 
certain line on the ſervice-fide, it is reckoned a fault; 
two of them are counted for a ſtroke. It the hall paſſes 
round the pent-houſe, on the oppoſite ſide of the court, 
and falls beyond a particular deſcribed line it is called 
paſſe, goes for notkmngʒ and the player is to ſerve again. 


On the right-hand of the court from the dedans, a 


part of the wall projects more than the reſt, in order 
to make a variety in the ſtroke, and render it more dith- 
cult to be returned by the adverſary, and is called the 
| tambour: the grill is the laſt thing on the right-hand, 
wherein if the ball is (truck, it is reckoned 15, or a cer- 
| tain ſtroke. | | 


A let of tennis conſiſts of fix games, but if what is 


called an advantage ſet is played, two fucceffive games 
adove five games muſt be won to decide; or in caſe it 
© ſhould be ſix games all, two games mult ſtill be won on 
one ſide to conclude the ſer. 


When the player gives his ſervice in order to begin 


; the let, his adverſary is ſuppoſed to return the ball, ; 
© wherever it falls after the ſirſt rebound, untouched; for 
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example; if at the figure 1, the chace is called at a yard, 
that is to ſay, at a yard from the dedans; this chace re. 
mains tilh a ſecond ſervice is given, and if the player on 
the ſervice-ſide lets the ball go after his adverſary re- 
turns it, and if the ball falls on or between any one of 
thele figures, they mult change ſides, for he will be then 
on the hazard-ſide to play for the ſirſt chace, which i 
he wins by ſtriking the ball ſo as to fall, after its firſt ro. 
bound, rearzr to the dedans than the figure 1, without 
his adverſary's being able to return it from its firſt re. 
bound, he wins a ſtroke, and then proceeds in like man. 
ner to win a ſecond ſtroke, & c. If a ball falls on 2 
line with the ſirſt gallery, door, ſecond gallery, or lat 
gallery, the chace is likewiſe called at ſuch or ſuch x 


place, naming the gallery, &c. When it is juſt put 


over the line, it is called a chace at the line. If the 
player on the ſervice-fide returns a ball with ſuch force 
as to ſtrike the wall on the hazard- ſide, ſo as to rebound, 
aſter the firſt hop, over the line, it is alſo called a chacg 
at the line. 

The chaces on the hazard-fide proceed from the ball 
being returned either too hard, or not hard enough; {6 
that the ball, aſter its firſt rebound, falls on this fide the 
line which deſcribes the hazard-iide chaces, in which 
caſe it is a chace at 1, 2, &c. provided there is no chace 
depending, and according to the ſpot where it exactly 
falls. When they change ſides, the player in order to 
win this chace muſt put the ball over the line, any where, 
{0 that his adverſary does not return it. When there is 
no chace on the hazard-ſide, all balls put over the line 


from the ſervice- ſide, without being returned, reckon. 


The game, inſtead of being marked one, two, three, 


four, is called for the firſt ſtroke, fifteen; for the fecond, 


thirty; for the third, /orty; and for the fourth, Game, unless 


rhe pjayers get four ſtrokes each; then, inſtead of-call- 


ing It forty all, it is called Deuce, after which, as ſoot 
4 ; 


- 
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as any ſtroke is got, it is called Advantage, and in caſe 
the ſtrokes become equal again, Deuce again; till one or 
the other gets two ſtrokes following, to win the game. 

The odds at this game are very uncertain, on account 
of the chances; and various methods of giving odds 
have been uſed to render a match equal. 

A Biſque is the loweſt odds given (except choice of 
the fides, ) and is the liberty of ſcoring a ſtroke when- 
ever the player, who recerves the advantage, chooſes; 
for example, let a game be forty to thirty, he who 1s 
forty by taking the Biſque, becomes game. 

Fifteen is a ſtroke given at the beginning of a game. 

Ha!f-thirty, is Fifteen given the firſt game, and Thirty 
the ſecond; and ſo on to the whole Thirty, Forty, Tc. 

Hal, Court, is confining the player to play into the 
adverſary's half- court, and is of great advantage to the 
adverſary. | 5 
Touch no Hall, is another great advantage given to 
the adverſary. | 
Round Service, is ſerving the ball round the pent- 
houſe. | : | 

Barring the lazards, is not reckoning the dedans, 
tambour, orul, or the laſt gallery, or the hazard- ſide, &c. 

The odds generally laid, making allowance for par 
ticular circumſtances, are as {ollow : 55 
The firſt ſtroke being won between even players, tha 


is, I5 love, the odds are, 


Of the ſingle game | 7 0 4 
Thirty love — — 4 to 1 
Forty love — 8 to 3 
Thirty fifteen — — * 1 £ 
Forty fifteen — — 5 to I 
Forty thirty | $..t0- x 
The odds of a four game ſet, when the firſt + 
game 18 won, are 7 to 4 
When two games love 4 
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Three games love 


When two games to one 
Three gzmes to one 


games is won, are 
When two games love 
Three games love 
Four games love 
Five games love 
When two games to one 
Three vamcs to one 
Four games to one 
Five gaines to one 
When three games to two 
Four games to two 
Five games to two 


h hen Our gamics to three 


Frye * to three. 


The odds of an advantage ſet, when the 


firſt game is won, are 
V.ten two games love 
PThree games love 
Four games love 
Five games love 
When two games to one 
Three games to one 
Four games to one 


Five games to clic 


When three games to two 


Four games to two 
Five games to two 


When four games to three 


Five games to three 
When five games to four 
When {x games to five 
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The odds of a fix zame ſet, when the l 
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THE GAME OF QUIN ZE. 


THIS game is uſually played by only two perſons, 
admired for its fimplicr J and f. ürneſs, depend- 
ing entirely upon chance, being ſoon decided, and not 
requiring chat attention which moſt other games on the 
cards do, and therefore calculated for thoſe who love 
to ſport upon an equal chance. | 
I: is called quinze from fifteen being the game, which 
mult be made in the following manner; fir!t, the cards 
mult be ſhuſfied by the players, and whea they have 
cut for deal, which is the buſtneſs of him who cuts the 
loweſt, the dealer Las the privilege, as at all other 
games, to ſhufile them laſt; this being done, the adver- 
fary cuts them, after which the dealer gives one card 
to his adverſary, and one to himſelf; if the ad erſary 
does not like his card, he has a right to have as man 
cards given to him, one after the *orber, as wil make 
fifteen, og come neareſt to it, which are uſually given 
from the top ot the pack: for example, if he ſhould have 


a deuce, and draws a five, which make ſeven, he muſt 


go on again, in hopes of coming nearer to fifteen; if he 


draws an eight, which makes juſt fifteen, and being 

\der-band, he is ſure of winning the game; but if he 
bre himſelf, and makes above fifteen, he loſes, 
unlefs the dealer dock the fame, in which cafe it is a 
drawn game, and they double their ſtakes; thus going 
on till one of them has won the game by ſtanding, and 
being neareſt to fifteen, & c. At the end of each game 


| the cards are put up and ſhuffled, and the players cut 


for deal, the elder-hand having the advantage. 


THE GAME OF VINGT-UN, 


VINGT- UN, or twenty-one, very much reſembles 


| Quinze; may be 3 by two or more people, 
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and as the deal is advantageous, and often continyes 
long with the ſame perſon, it is uſual to determine it 
at the commencement by the firſt ace turned up, or 
any other mode that may be agreed upon. | 
The cards mult all be dealt out in ſuceſſion, unlcf 
2 natural vingt-un occurs, and in the mean time the 
pone, or youngett hand ſhould collect thoſe that have 
been played, and ſhuttle them together ready for the 
dealer againſt the period when he ſhall have diſtributed 
the whole pack. The dealer is firſt to give two cards 
by one at a time to each player, including himſelf, then 
to aſk every perſon in rotation, beginning with the 
eldeit hand on the left, whether he ſtands or chuſcs 
another card, which if required, muſt be given from off 
the top of the pack, and afterwards another, or more 
if defired, till the points of the additional card or cards 
added to thoſe dealt exceed or make 21 exactly, or 
ſuch a number leis than 21 as may be judged proper to 
{ſtand upon; but when the points exceed 21, then the 
cards of that individual player are to be thrown up di- 
rectly, and the ſtake paid to the dealer, who alſo is in 
turn entitled to draw additional cards, and on taking a 
vingt-un is to receive double ſtakes from all who ſtand 
the game, except ſuch other players likewiſe having 21, 
between whom it is thereby a drawn game; and when 
any adverſary has à vingt-un, and the dealer not, then 


the opponent ſo Laving 21 wins double ſtakes from 


him; in other cai-s, except a natural vingt-un happens, 


the dealer pays ſingle ſtakes to all whoſe numbers un- 


der 21 are higher than his own, and reccives from thoſe 
who have lower numbers, but nothing 1s paid or re- 
ceived by ſuch players as have ſimilar numbers to the 
dealer; and when the deuler draws more than 21, he is 
to pay to all who have not thrown up. 
Twenty-one, whenfoever dealt, in the firſt inſtance 
is ſtiled a Natural Piritorin, ſhould be declared imme- 
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diately, and entitles the poſſeſſor to the deal, beſides 
double ſtakes from all the players, unleſs there ſhall be 


more than one natural vingt-un, in which caſe the 
younger-hand or hands fo having the ſame, are excuſed 


| from paying to the eldeſt, who takes the deal of courſe. 


N. B. An ace may be reckoned either as 11 or 1: 

every court-card is counted as 10, and the reſt of the 
pack according to their points. - 
Ihe odds of this game merely depend upon the 
average quantity of cards likely to come under or ex- 
ceed 2: ; for example, if thoſe in hand make 14 exactly, 
it is 7 to 6 that the one next drawn does not make the 
number of points above 21, but if the points be 15, ſt is 
7 to 6 againſt that hand; yet it would not therefore 
always be prudent to ſtand at 15, for as the ace may be 
calculated both ways, it is rather above an even bet 
that the adverſary's two firſt cards amount to more than 
14. A natural vingt-un may be expected once in 7 
coups when 2, and twice in 7 when 4 people play, and 
ſo on according to the number. | 


_— 
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THE GAME OF HAZARD. 


ANY. number of perſons may play. The perſon 
who takes the box and dice throws a main, that is 


—— 


to ſay, a chance for the company, which muſt be above 


four, and not exceed nine, otherwiſe it is no main, con- 
ſequently he muſt keep throwing till he brings five, ſix, 
ſeven, eight, or nine; this done, he muſt throw his own 
chance, which may be any above three, and not ex- 
ceeding ten; if he throws two aces or trois-ace (com- 
monly called crabs) he loſes his ſtakes, let the compa- 
ny's chance, which woe call the main, be what it will. 
If the main ſhould be ſeven, and feven or eleven is 


| thrown immediately after, it is what is called a nick, 
| and the caſter (the preſent player) Wins out his ſtakes; 
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If eight be the main, and eight or twelve is thrown im- 
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mediately after, it is alſo called a nick, and the caitcr 
wins his ſtakes. The caſter throwing any other num— 
ber for the main, ſuch as are admitted, and brings the 
ſame number directly afterwards, it is like wiſe termed 


a nick, and he alſo wins whatever ſtakes he has made. 


Every three ſucceſhve mains the caller wins, he pays 
halt a guinea to the box or furniſher of the dice. 

The meaning of a ſtake or bet at rhis game ſome hat 
differs from any other. If a perſon cliules to lay fome 
money with the thrower or caſter, he muſt pur his cail 
upon the table, within a circle which is deſcribed tor 
that purpole; when he has done this, if the caſter agrees 
to 1t, he knocks the box upon the table at the perlon's 
money with whom he intends to bet, or particularly 
mentions at whoſe money he throws, which is ſufficient, 
and he is obliged to anſyer whatever ſum is down, un- 
leis the ſtaker calls to cover; in that caſe the caſter is 
obliged to take alſo, otherwiſe the bets would be void. 
It is optional in the perſon who bets with the thrower, 
to bar any throw which the caſter may be going to 
caſt, provided neither of the dice is ſeen; if one dice 
ſhould be diſcovered, the caſter mult throw the other to 
it, unleis the throw is barred in proper time. £1 


The common odds, which are abſolutely neceſſary 


to be underſtood before any body attempts to play or 
bett at this game, are as follow : 

If ſeven 1s thrown for a main, and four the chance, 
it is two to one againſt the perſon who throws: if ſix to 
four is thrown, five to three: if five to four is thrown, 


four to three: ſeven to nine, three to two: ſeven to ſix, 


three to two; barring the two trois; with the two trois, 
only ſix to ſive: ſeven to five, three to two: fix to hve 
an even bet, barring the doublets or the two trois: with 
the trois, five to four: eight to five an even bet, barring 
de two fours; five to four with the two fours: nine to 
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five, even: nine to four, is four to three: the nick of 


{yen is ſeven to two, but often laid but ten to three, 


and five to one you do not nick ſix or eight. 

To illuſtrate theſe calculations ſtill more clearly, the 
following table will be neceſſary: 

Table of the Odds. 

04120. 

6 to 4 is F to 3 

5 to 4 18 4 to 3 

7 to 9 is 3 to 2 . . 

3 to 2, barring two trois. 
6 to 5, with the two trois. 

J to 5-163: © | 

5 even, barring two trois. 
S } 5 to 4 with two trois. 
6 z } even, barring two fours. 
25 to 4 with two fours. 

9 to 5 is even. 

9 to 4 154 to 3. | 

The nick of ſeven is ſeven to two, often laid ten to 
three... | | 

The nick of ſix and eight is five to one. 

It is neceſſary to be perfectly maſter of theſe odds, 
ſo as to have them as quick as thought, in order to play 
the prudent game, and to make uſe of them by way of 
inſuring bets in what is called hedging, in caſe the 
chance happens to be not a likely one; for by taking 
the odds a ready calculator ſecures himſelf, and often 
ſtands part of his bet to a certainty. For examples if 
leven is the main, and four the chance, and he has five 
joznds depending on the main, by taking ſix pounds to 
türce, he mutt either win two pounds or one pound; 
and on the contrary, if he does not like l:is chance, by 
ing the odds againſt himſelf he muſt ſave in propor- 
en to the bet he has made. 5 
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If eight be the main, and eight or twelve is thrown im- 
mediately after, it is alſo called a nick, and the catter 
wins his ſtakes. The caſter throwing any other num— 
ber for the main, ſuch as are admitted, and brings the 
fame number directly afterwards, it is hkewife termed 
a nick, and he alſo wins whatever ſtakes he has made, 
Every three ſucceſhve mains the caiier wins, he pays 
halt a guinea to the box or furniſher of the dice. 
The meaning of a ſtake or bet at this game ſomewhat 
differs from any other. If a perſon chuſes to lay ſome 
money with the thrower or caſter, he muſt put his cash 
upon the table, within a circle which is deſcribed for 
that purpole; when he has done this, if the caſter agrees 
to it, he knocks the box upon the table at the perſon's 
money with whom he intends to bet, or particularly 
mentions at whoſe money he throws, which is ſufficient, 
and he is obliged to anſwer whatever ſum is down, un- 
leis the ſtaker calls to cover; in that caſe the cafter is 
obliged to ſtake alfa, otherwiſe the bets would be void. 
It is optional in the perſon who bets with the thrower, 
to bar any throw which the caſter may be going to 
caſt, provided neither of the dice is ſeen; if one dice 
ſhould be diſcovered, the caſter mult throw the other i 
it, unleis the throw is barred in proper time. | 

The common odds, which are abſolutely neceſſary 
to be underſtood before any body attempts to play or 
bett at this game, are as follow : 

If ſeven is thrown for a main, and four the chance, 
it is two to one againſt the perſon who throws: if ſix to 
four is thrown, five to three: if five to four is thrown, 
four to three: ſeven to nine, three to two: ſeven to fix, 
three to two; barring the two trois; with the two trois, 
only ſix to five: ſeven to five, three to two: fix to hive 
an ever; bet, barring the doublets or the two trois: with 
the trois, five to four: eight to five an even bet, barring 
fe two fours; five to four with the two fours: nine to 
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62, even: nine to four, is four to three: the nick of 


(even 18 ſeven to two, but often laid but ten to three, 


and five to one you do not nick ſix or eight. 
To illuſtrate theſe calculations ſtill more clearly, the 


following table will be neceſſary: 


Table of the Oddt. 
7 to 4 is 2 tO 1 | 
6 to 4 is 5 to 3 
5 to 4 15 + to 3 | 
7 to 9 is 3 to 2 . 
| 3 to 2, barring two trois. 
| 6 to 5, with the two trois. 
J Ft % i 3 - | 
even, barring two trois. 

5 to 4 with two trois. 
8 to 5 } even, barring two fours, 

C5 to 4 with two fours. 

9 to 5 is even. 
9 to 4 is 4 to 3. 5 
The nick of ſeven is ſeven to two, often laid ten to 


7 to 59 


6 to 5} 


| three. : 


The nick of ſix and eight is five to one. 
It is neceſſary to be perfectly maſter of theſe odds, 


bo as to have them as quick as thought, in order to play 
the prudent game, — 

| infuring bets in what is called hedging, in caſe the 
chance happens to be not a likely one; for by taking 
the odds a ready calculator ſecures himſelf, and often 
ſtands part of his bet to a certainty. For example, if 
leren is the main, and four the chance, and he has five 
| jounds depending on the main, by taking ſix pounds to 
| tarce, he muſe either win two pounds or one pound; 
| and on the contrary, if he does not like his chance, by 
lying the odds againſt himfclt he muſt ſave in propor- 
don to the bet he has made. | 


to make uſe of them by way of 


main and ch. codon the pre. 
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Some Aduiticual Calculations on Hazgrd. 


F 8and 6 are main and chance, it is very near 11 U 
12, that either one or the other is thrown off in two 


throws. 


And if 5 and 7, or 9 and » are main and chance, tie 
probability that they will be thrown in two throws is 
near 11 to 12. | 

It 5 and 8, or.g and &, or 2 6, or 9 and 6 are 
ieehility of chrowing one f 
them in two throws 18 u to ꝗ c actl . 

And if 7 and 4, or 7 and 19 are main and chance, 
the probability that they will be thrown 1 in two throws 
is alſo as 7 to 9. 


. 


If 7 and 8, or 7 and 6 are main and chance, one 


may lay 15 to 14 that one of them is thrown in two 
throws. 
But if 5 and 4, or 5 and 10 or 9 and 4, org and 10 


are mann and chance, he that undertakes to throw eith't 


main or chance in three throws has the worſt of the 
lay; for it 1s as 21 to 23 exceeding near. 

If the main be 7, and each h perſon ſtake a guinea, 
the gain of the letter! is about 3d. per. guinea, 

If the main be 6 or 8, the gain of the ſetter is about 
fix pence in a guirea. | 

But if the main be 5 or 9, the gain of the ſetter 1 


About 34.3. in 2 gui ned. 


However, yy any per fon is determined to {et up on the 


firſt main that is thrown, his chance, ſuppoſing each 
Take to be a guinea, is 44. 3, ecactly. 


Hence the probability ot a main, to the probability 
of no main, is as 27 to 28 very Near, 

If any one ſhould undertake to throw a fx or an 
ace with two dice in one throw, he ought to lay 5 to + 
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Table exhibiting the Odds againſt ævinning any number of 


events fſucceſf vely : abplicale to Hom Billiards, 
Faro, Rouge Moir, or other Games of Chance. 


That the player loſes the firſt time is an even bet. 


That he does not win twice together, is 3 to 1 
three ſucceſfive times 1 = 
Dr cines 5 
five ditto 31 * 
ſix ditio Gy; 0 
foven ditto - 127 1 
eight ditto - 2x; 2 
nine ditto n 
ten ditto 1023 1 


And db on to any number, doubling every time the 
alt As „ and WN one Hr * Rene. 2 


THE GAME © OF LANSQUENET, 
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IIS game may be played by almoſt any number of 


people, although only one pack of cards is uſed at 
a time, that is to ſay, during the deal, The dealer, 


| whom fome think has an adyantage, begins by ſhuffling 
| the cards, and having them cut by any other perſon of 
| the party; after which he deals out two cards on his 
leſt- hand, turning them up; then one for himſelf, and a 


fourth, which he places in the middle of the table for 


te company, called the rejou i/Jance card. Upon this 
| card any, or all of the company, except the dealer, may 
| pot their money, which the dealer is obliged to anſwer, 


S 


dy taking an equal ſum to the whole that is put upon it 
b by different perſons, 
ing the cards upwards, one by one, till two of a fort 
Y appear: jor inſtance, two aces, two deuces, &c. which 
order to ſeparate, and that no perſon may miſtake for 


He continues dealing, and turn- 


myic cards, he places on each fide of his own card; and 


F „ 
47 
, s 
6 $4 
? — * 
* 
25 
if 
2 
| 
Fg » U 
* 
iN 
1 0 
7 
A. 
7 - 
1 
1 
1 
4 * 
1 
. 
l 
3 * 
* - 
2 
2 
1 
FH 
13 
be 
* 
5 
4 * 
2. 
. 
* 
oy 
- 
by. 
: = 
= 
- 
F 
- 
- a 
EY 
8 
1 
.. 
1 
4 


n — 
D 


"a 
Y} 
* 
1 
A 
2 
1 
* 
3 
2 
33 
6 
Ba 
% 
2 
* 
* 
I 
= 
* 1 
: 
WO 
. 
- . 
:4 6 
+. 
E 
my 
#5 
1 
1 
* 
4 
8 
+ 
2 


RN 
4 5 Das 
— 


. 2 FO WIS 


„ 
KG 


CITE 


N 
ks * 
— 


x 
3 


yn, k 


Sa. 


RIMS 


22 828288 2 Ls ge 
ot wo 1 25 5 
r 


ww 


3 — — 


* 
bed; 

[ 

1 

PAL » 
1148 

B 
"x 
1 

1 

4 

» 18 
7 1 
„ 

. 

3 

* * * 
wy + 
— aA 

# ic! 
18 : 
: 2 
. 4 
4 „ 

* ts 

3 4; 
4] 1 . 
* id 11 
151 r 
„ 

* 
. 
" 
1 
35 

JH 
440 
* 208 

* ! 
„„ 

. 

* 
1 ** 
0 
-, = 
* * 
* 

1 
. 
W857 771 
” 1 

4 | ink 
+ my 
Wi: "UL 
* $ 
"3. 36 
e 
. I 
. 
we 
+»; 2 
* * 
** 
1 
9 © 

» 'N 
* 

by 7 
1 
+Y 
. 1.64% 

—_* 

i 
1 
8 
1 7 
15 
A. 
9 
7 > 
ki 1 
18. 4 
» 
- +4 
- 48 
3 
+ FD 

x 
F< 

3 

43) : 
: % 
* 

. 
* Of 

4 ” 
& 

o 

Xx r 

=. 

' = 

"4 

13 
4% * 

= 74 5 

* p 
5 3 2 
* 
5 
SL 

1 
FH 


* 
4 
* 
* 
* 
$3 
+3 
NR 
in 
"wh 
. 
bs 
5 
- 
$5 
WH 
91 5 
* 


- 2 , * 2 _— 
* 3 1 140% : * * - ; wp ey, 
3 1 F N 

* * A 5 a. ER 
Lv N N 

= * XY * &. * 
4 * . 


— 3 2 ö ” * 
B 


1 * 
ww - — 


$4 


* 


. 
* „ * 
1 N 

1 — 


how — 4 


* * * 8 * 
7 7 * 3 ** 
0 
— r 
e 
— 82 = 


926 THE GAME OF BILLIARDS. 


q; often as two, three, or the fourth card of a ſort come 
up, he always places them, as before ſaid, on each ſide 
his own. Any fingle card the company has a right to 
take and put their money upon, unleſs the dealer's own 
card happens to be double, which often occurs by this 
card being the ſame as one of the two hand cards which 
he firſt of all dealt out on his left-hand. Thus he con. 


tinues dealing till he brings either their cards, or his 


own. As long as his own card remains undrawn he 


wins; and whichever card comes up firſt, loſes. If he 


draws or deals out the two cards on his left, which are 
called the hand-cards, before his own, he is entitled to 
deal again; the advantage of which 1s no other, than his 
being exempted from loſing when he draws a ſimilar 
card to his own immediately after he has turned up one 


for himſelf. 


This game is often played more ſimply without the 
rejouiſſance card, giving every perſon round the table a 
card to put their money upon. Sometimes 1t 1s played 
by dealing only two cards, one for the dealer, and ano- 
ther for the company. | 


— — 


-—— 


MR. DEW'S GAME OF BILLIARDS. 


With Inflrufions and Rules for the following Games viz. 


The White Winning | Fortification Billiards 
Game. -- with Rules and Regu- 
The White Loſing Game. [| lations for every Me. 


Red or Carambole Win- thod of playing the 


ning Game. Game, 


The Red Loſing Game. 


IN order to play this game well, attention mult be 
| ven at ſirſt to the method of holding the mace; to 
the poſition in which the player ſhould ſtand, and the 
manner of delivering the ball from the mace; but theſe 


viz. | 
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are much more caſily acquired by obſervation, or by 


| the direction of a good player, than by any poſſible 


1 rules. 
A perſon who plays with his tight hand muſt ſtand 
with his left foot foremoſt; and, on the contrary, he 


who is left-handed, muſt ſtand with his right foot fore- 


moſt, by which he will ſtand more ſteady and firm. 


Immoderate burſts of paſſion, and even fretting at . 


trifling diſapointments in the game, are uſually found 
very prejudicial tothe player; his nerves being affected, 
it is impoſſible for him to make the ſtroke with that 
ſteadineſs and nicety the game requires. 

The game uſually played is the white winning game. 


Rules and Regulations to be obſerved at the Il ee 
Winning Game. 
The Game is Tu welwe in Number, 


I. WIEN you begin, ſtring for the lead, and the 


choice of balls, if you pleaſe. 
II. When a perfſon ſtrings for the lead, he muſt 
ſtand within the limits of the corner of the table; and 
likewiſe mult not place his ball beyond the ſtringing 


| nails or ſpots; and the perſon who brings his n 


neareſt the cuſhion wins the lead. 

III. If after the f(t perſon has ſtrung for the lead, 
and his adverſary who follows him ſhould make his 
dall touch the other, he loſes the lead. 


IV. It the player holes his own ball, either in 
ſtringing or leading, he loſes the lead. 


V. If the leader follows his ball with either mace 


or cue paſt the middle hole, it is no lead; and if his 
adrerſary chuſes, he may make him lead again. 


VI. The ſtriker who plays at the lead, muſt ſtand 


with both his feet within the limits of the corner of the 
table, and muſt not place his ball beyond the ſtringing 
nails or ſpots; and his — (only) 15 ound to ſee 
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that he ſands and plays fair, otherwiſe the ſtriker wins 
all the points he made by that ſtroke. 

VII. When a hazard has been loſt in either of the 
corner holes, the leader is obliged (if his adyerſary 
requires it) to lead from the end of the table, where 
the hazard was loſt; but if the hazard was loſt in either 
of the middle holes, it is at the leader's option to Lead 
from either end of the table he pleaſes 

VIII. If the ſtriker does not hit his PE erſary's ball, 


he loſes one point; and if by the ſaid ſtroke his ball 


ſhould go into a hole, over the table, or on a cuſhion, 
he loſes three points, vi. one for miſſing the ball, aud 
two for holing it, &c. and he loſes the lead. | 

IX. If the ſtriker holes his adverſary's ball, or 
forces it over the table, or on a cuſhion, he loſes two 


| points, | 


. II the ſtriker holes his own ball, or forces it over 
the table, or on a cuſhion, he loſes two points. 

XI. If the ſtriker holes both balls, or forces them 
over the table, or on a cuſhion, he loſes two points. 

XII. No perſon hath a right to take up his ball 
without permifiion from his adverſary. 

XIII. If the ſtriker, by accident, ſhould touch or 
or move his own ball, not intending to make a ſtroke, 
it is deemed as an accident; and his adverſary, if he 
requires it, may put che ball back in the place where 
it ſtood. 

XIV. If the ſtriker forces his adverſary's ball over 
the table, and his adverſary ſnould chance to ſtop it, 
40 as to make it come on the table again, the ſtriker 
nevertheleſs wins two points. 

XV. If the ſtriker forces his own ball over the 
table, and his adverſary ſhould chance to {top it, 10 as 


to make it come on the table again, the ſtriker loſes 


nothing by the ſtroke, and he hath the lead: becauſe 
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his adverſary ought net to. ſtand in the way, or near 
the table. 
XVI. If the ſtriker miſſes the ball and clad 1t over 


the table, and it thould be {topped by Jus adverſary, as 


before mentioned, he loſes one point, and has the lead, 
if he chuſes. 

XVII. It the ltriker, in playing from a cuſhion or 
otherwiſe, by touching the ball, makes his mace or 
cue go Over or palt it, he loſes one point; and if his 
adrerlary requires it he may put the ball back, and may 
make him pais the ball. 

XVIII. it the firiker, in attempting to make a 


| froke, doth not touch his ball, it is no ſtroke; and he 


mut try again to make a ſtroke. 
Ho” lt when the balls are near each other, and 
e ſtriker by accident ſhould make his ball touch the 
w_ ball, it is nevertheleſs a {troke, though not in- 
tended as ſuch. 
XX. If the ſtriker who plays the ſtroke ſhould make 
his adveriary's ball go ſo near the brink of a hole, as 
to be judged to ſtand ſtill, and afterwards ſhould fall 


into it, the ſtriker wins nothing; and the ball muſt be 


put on the fame brink where it ſtood, for his adverſary 
to play from the next ſtroke. 

N. B. There is no occaſion for challenging the ball 
if it ſtops, as ſome perſons imagine 


XXI. If the ſtriker's ball ſhould ſtand on the brink 


| or edge of a hole, and if in playing it off he mould 


make the ball go in, he loſes three points. 
XXII. If a ball ſhould ſtand on che brink or on the 


edge of a hole, and it ſhould fall into the hole, before or 


when the {ſtriker has delivered his ball from his mace or 
cue, 0 as to have no chance for his ſtroke, in that caſe, 
the itiker and his adverſary's balls mult be placed-i in the 


Lane politzon, or as near as poluble thereto, and the 


ſtriker muſt play a again. 
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XXIII. The ſtriker is obliged to paſs his adver. 
fary's ball, more eſpecially if he miſſes the ball on pur. 
Doſe 3 and his adverſary may, if he chuſes, eblige hin 
to place the ball where it ſtood, and ptay until he has 
aſſed. ; 
, XXIV. If the ſtriker plays both balls from his mace 
or cue, fo that they touch at the fame time, it is deem. 
ed a foul ſtroke ; and if it is diſcovered by his adverſary, 
and a diſpute ſhould ariſe thereon, he has an undouhid 
right to appeal to the diſintereſted company then preſent; 
and the marker, if required, after demanding ſilence, 
muſt go round the table to each perſon ſeparately, and 
be particularly careful to aſk, if he hath any bet de. 

ending thereon, if he underſtands the game, and the 
nature of the diſpute then in queſtion ; and if determined 
by the majority of the diſintereſted company, and the 
marker, if needful, to be a foul ſtroke, then it is at his 
adycriary's option (if not holed) either to play at the 
ball, or take the lead. OS | 

But if, by the above-mentioned {troke, his adrer- 
verſary doth not diſcover it to be a foul ſtroke, then 
the ſtriker may reckon all the points he made by the 
faid ſtroke, and the marker is obliged to mark them, 

XXV. No perſon hath a right to diſcover to the 
player whether the ſtroke is fair or foul, until it is aſked, 

XXVL. If by a foul ſtroke the ſtriker ſhould hole 
adverſary's ball, he loſes the lead. 

XXVII. If by a foul ſtroke the ſtriker holes his om 
or both balls, or forces his own or both balls over the 
table, or on a cuſhion, he loſes two points. 

XXVIII. If the ſtriker plays on a ball when it Mx: 
running or moving, it is deemed as a foul ſtroke. Vid 
Article XXIV. 

XXIX. If the ſtriker plays with both feet off ti 
ground, without the permiſhon of his adverſary, it | 


deemed a foul ſtroke, {Vide Article XXIV. J 
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er. XXX. If the ſtriker plays with a wrong ball, he 
. boſes the lead, if his adverſary requires it. RR 
im WW XXXI. If the ball ſhould be changed in a hazard, 
has or on a game, and it is not known by which party, the 
| hazard muſt be played out by each party with their 
ace different balls, and then changed. 3 

em. XXXII. If the ſtriker plays with his adverſary's 
arr, ball, and holes, or forces the ball he played at over 
bicd the table, &c. it is deemed a foul ſtroke. [Vide Ar- 


ent; iicle XXIV.) | | | 

ce, XXXIII. If the ſtriker plays with his adverſary's 
and ball, and holes or forces the ball he played with over 
de. the table, &c. he loſes two points; and if he miſſed the 


J the 


ball, three points. 


zine il XXXIV. If the ſtriker plays with lis adverſary's ' 
d the Wall, and miſſes it, he loſes one point; and if his ad- 
at his Nrerſary diſcovers that he hath played with the wrong 


at the Hall, he may part the balls, and take the lead if he 
pleaſes. | 


I XXXV. In all the before-ment;oned caſes of the 


nker's playing with the wrong ball (if diſcovered) his 


1d ver- 
then 


y the Widrerſary muſt play with the ball the ſtriker played at 
m. roughout the hazard, or part the balls, and take the 
to we Mead. 85 | | : 
alked. Wy XXX VI. Whoever ſtops a ball when running, 


ole he ith hand, ſtick, or otherwiſe, loſes the lead, if his 
verſary does not like the ball he has to play at the 
xt ſtroke. [ Vide Article XXIV. ) | % 
XXXVII. Whoever retains his adverſary's ſtick 
ico playing, it is deemed foul [| Vide Article 
7.5 | | 
XXXVIII. If the ſtriker ſtops or puts his own ball 
It of its courſe, when running towards either of the 
les, and if adjudged by the marker, and the diſ- 
ereſted company then preſent, to be goigg into a 
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pocket, if he miſſed the ball he loſes one point, and 
if going into a hole by the fame ſtrokes, three points, 

XXXIX. If the ffriker ſtops or puts his adverſary”; 
ball out of the courſe when running towards or into z 
hole, or puts his adverſary's ball into a hole, i: i; 
deemed a foul ſtroke, [Vide Article XXIV 

N. B. If the adverfary doth the ſame as in the fore 
going rules, he is ſubjected to the fame penalties as the 
ſtriker. | [ 

XL. He who ſhakes the table when the ball is rur- 
ning, makes it a foul ſtroke. [Vide Article XXTV,] 

XLI He who throws his ſtick upon the table, 5 
as apparently to be of any detriment to his adverſary, 
makes it a foul ſtroke. | Vide Article XXIV. 

XLII. He who blows on the ball when running, 
makes it fon}. | Vide Article XXIV. And if hi 

_ own ball was running towards or near the hole, he 

loſes two points. | „%% l 

XILIII. He who leaves the game before it is finih-Mf 


— 0 


1 oO, — 


ed, and will not play it out, loſes the game. b. 
XLIV. Any perſon may change his mace or cue in 
playing, unleſs otherwiſe previouſſy agreed on. ve 


XLV. When two perſons are at play, and no par a 
ticular terms of agreement have been made, nenh: 


party have a right to object to either mace or cue beim "0 
played within the ſaid game. 1 thy 
XLVI. When the parties agree to play macqQQ"01 
againſt cue, the mace player hath no right to uſe Per 
cue, nor has the cue player any right to uſe a mac bal 
during the game or match, without permiſſion from HH. 
adverſary. | fror 
XLVII. When a perſon agrees to play wirh hv! 
cue, he muſt play every ball within his reach with th ! 
int thereof, and if he agrees to play with the butt M 


the cue, he has no right to play with the point there: 
without permiſhon from his adverſary. 


4 
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d NUVI. When the parties agree to play point and 
* boint ot the cue, neither of them has a right to uſe a 
my bot during the game or match, without permiſſion, &c. 
o but they have a right to play with the point of a long 


cue over a mace, &c. | DES 
X r When the parties agree to play all point 
oe MI with the ſame cue, they have no right to, uſe any other 
the MW during the game or match. ES BD 
L. Whoever propoſes to part the balls, and his 
run. MF adverſary agrees to it, the propoſer thereof loſes the 
1-8 Head, 3 „„ 
offi LI. Turo miſüngs do not make a hazard, unleſs it | 
far, ff i: previoufly agreed on to the contrary. | 
| LII. In all caſes, the betters are to abide by the 
ning, Ml players on the determination of the hazard, or on the 
if h game; and the betters have a right to demand their 
e, be money when their game is over, fo prevent diſputes, 
III. Every perſon ought to be very attentive, and 
Gn MY liten for the ſtroke, before he opens the door of a 
billiard room. 1 WD 
cue ins LIV. The ſtriker has a right to command his ad- 
rerary not to ſtand facing him, nos near him, ſo as to 
o pa. no or moleſt him in the itroke. a 
ere LV. Each party is to attend to his own game, and 
being rot to alk— If his adverfary's ball be cloſe ?—If he 
Witches his ball? —If be can go round the ball? 
mac zor any queſtion of the like tendency; nor is any 
o uſe Nperſon to be ſet right, if going to play with the wrong 
2 Mac ball. 
om bill LVI. Thote perſons who do not play, muſt ſtand 
from the table, and give room for the players to paſs 
iound the table to make the ſtroke. Be 
vith hill LV 11. The parties who play ought to be particu- 
butt fly careful and attentive to the hazard or the game, 
thereoFW&Þ=ore eſpecially when any bets are depending thereon. 
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LVIII. No perſon in the room has a right to lay 


more than the odds on a hazard or on a game. But if 


he offends for want of knowledge of the game, he ſhoul 


appeal to the marker; or to the table of the odds, 
which ought to be hung up in the billiard room for in- 


ſpection. 


LIX. Each perſon who propoſes a bet, ſhould name 
the ſum he intends to lay, and ſhould likewiſe be very 
careful not to offer a bet when the ſtriker has taken his 
aim, or is going to ſtrike, leſt it may diſturb or inter. 
rupt him in the ſtroke. | | 

LX. No bet ought to be propoſed on any ſtroke (at 


the loſing game eſpecially) that may be ſuppoſed to 


have any tendency to leflen or to influence the judy. 
ment of the player. | . 

LXI. If any bets are laid on the hazard, and the 
game is eleven, and the ſtriker loſes the game by a 
miſs, and ſhould afterwards go into a hole, it cannot be 
a hazard, the game being out by the miſs. 5 

LXII. If A propoſes a bet which is accepted by B, 
x mult be confirmed by A, otherwiſe it is no bet. 

LXIII. When four perſons play, the game is fifteen 
in number, and each party has a right to conſult with 
and direct his partner in any thing reſpecting the game, 
Oc. and the party who makes two miſſings before 3 
hazard is made, is out, and it is his partner's turn to 
play; but if, after the two miſſings have been made by 
the party, his adverſary ſhould hole a ball, fo as to 
make a hazard, the ſtroke following the ſaid two miſſings 
have been made, yet the party who did not make the 
two miſſings is to play, as he cannot be ſuppoſed to be 
out, who has not made a ſtroke. _ 
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WHITE LOSING GAME. 
| | Taweive in Number. | | 
WHEN a Perjun is tolrrably well acquainted with 
the Winning Game, he loud then learn the Loſing Ganie 
(the Reverſe of the Winning ), which is a Key to Billiards 
in general. Ii depend; entzreſy upon the Defence, and the 
Knowledge of the Degree of Strength with which each 
Stroke ſhould be played, either to defend or make a Hazard : 
for if a Perſon æubo has a conipetent Knowledge of the 
Game, ſhould not have a Hazard to play at, he muſt en- 
deavour to lay his own Ball in ſuch a Poſition, that his 
Adverſary may not have one to play at the next Strobe. 
For a Lofing Game Ilaxard is much more caſy to be mad, 
when well underſtood, than a Winning Game Hazard 1s 
in general, 


. WHEN you begin, you muſt ſtring for the lead, 


and the choice of the balls, the ſame as in che 


rules for leading at the white winning game. 8 
II. If the ſtriker miſſes the ball, he loſes one; and if 
his ball goes into a hole by the ſame ſtroke, he loſes 
three points. 5 5 

III. If the ſtriker holes his adverſary's ball, he loſes 
two points. 5 

IV. Forcing either or both the balls over the table, 
or on a cuſhion, reckons nothing, and the ſteiker loſes 
the lead. 7 

V. If the ſtriker miſſes his advyerſary* ball, and 
forces his own ball over the table, &c. he loſes one 
point and the lead. ä 

VI. Either of the parties forcing over either or both 


| tae balls, reckons nothing, and the ſtriker loſes the 


lead. 


VII. If the ſtriker holes his own ball, he wins twe 
points. | 1 | 
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VIII. If the ſtriker holes both balls, he wins tour 
points. 


IX. If the ſtriker holes dither of the balls, and 
forces the other over the table, . he loſes the lead 
only. 

The ref? of the articles of regulations, &c. as in the 
Winning Game, are likcwile to be obſerved. 


RED, OR CARAMBGLE WINNING GAME 


Sixteen in Dumber, 

The Red or Carambole I: ANA Came is full of vari. 
. ey; ard there being ſo many Chances in it, which nals 
it a Game of grea! Uncertainty, the Odeds of it are not 

4 Cut wared, put are gencrally lard acc vraing 10 Fancy, a 


ty the Cuficm of the 1 ables where the) * are ral 2405 


ed at, 
3 HEN vou begin, y you wal ring for the Broke 

od the choice ot the balls, the ſame as in the 
rules for leading, &c. in the winning game. 

II. A red ball is to be placed on a ſpot made for that 
purpole, in the centre between the W nails or 
ſpots, at one end of the table. 

III. The white or the ſtriker's ball is to be played 
from a ſpot made for that purpoſe, in the centre between 
the ſtringin g nails or ſpots at the other end of the table. 

IV. After the firſt firiker hath p:ayed, his adverſary 
is to play next, and lo on aiternately throughout the 


gans. 


V. When the red bail hath been holed or forced 
over the table, dec. it mult be placed on the ſame ſpot 
where 1t originally figod at the beginnen of the game. 

VI. When either of the white balls has been hold, 
&c. it muſt be placed and played from the ſame ſpot 
where it ſtood at the >> Mie ot the game, when it F 


the ſtriker's tur n to play. 


2p at 


Ul, 


2 


1 


bis ball, he loſes three points, 


| fame ſtroke, 
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Vl 11 the {triker miſſes both the balls, he loſes one 


VII. If the ſtriker miſſes boch the balls, and holes 


IX. If the ſtriker hits the red and his adverſarys ball 
with his own ball he played with, he wins two points; 


| which ſtroke is called a carambole, or {or ſhortneſs, à 


cahtoelm. 
$ - If the ſtriker holeth his adverſary's white ball, he 
wins two points. 
XI. If the ſtriker holes the red ball, he wins three 


| points. 


XII. If the Ariker holes the red and his adverſary” 5 
white ball by the ſame {troke, he wins ive points. 
N. B. Two for the white and three ſor the red ball. 


XIII. 1t the triker makes a carambole, and puts his 
| adyerfary's or the white ball into a bole, he wins four 


ointsg. N. B. Two fer the carambole, and two for 
* white ball. 


XIV. If the ſtriker makes a exrambole 2 holes 


| an red ball, he wins five points. N. B. Two for the 


arambole, and three for holing the ball. 

v. If the ſtriker makes a carambole, and holes his 
adverſary's or tne white ball, and the red ball, by the 
he wins ſeven points. N. B. wo for 
the amm two for the white, and three for the red 


| XVI Forcing eicher or all che balls over the table, 


reckons nothing. 

XVII. If the ſtriker forces his adverſary's, or the 
red ball over the table, and by the {ame ſtroke {ſhould 
hole his own ball, he loſes nothing. 

XVIII. If che ſtriker mattes a carambole, and forces 


either of the balls over che table by the ſame ſtroke, he 


wins 3 
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XIX. If the ſtriker forces the red ball over the table, 
it muſt be immediately placed on its proper ſpot. 
XX. If the ſtriker forces either his own or his ad. 


verſary's ball over the table, or one of them into a hole 


by the ſame (troke, it reckons nothing of either fide; 
and the ball or balls muſt be placed on the proper ſpot 


to play from, when it is each {triker's turn to play. 


XXI. If the ſtriker, in playing a ſtroke, ſhould make 
his mace or cue touch two balls at the ſame time, it 5 
deemed a foul ſtroke, and, if diſcovered by his adrer. 
fary, he wins nothing for any points he made for the 
ſtroke ; and his adverſary, if he pleaſes, may break the 
balls; that is, by parting the balls, and playing from the 
proper ſpot on the red ball, as at the beginning of the 
game. Put if by the foregoing ſtroke, which is deemed 
foul, his adverſary does not break the balls, and play 


from the proper ſpot, &c. then the ſtriker may reckon 


all the points he made by the ſtroke, and the marker 
obliged to reckon them. | | 


X XII. No perſon hath a right to diſcover to the 
player whether the ſtroke be fair or foul, until it is aſked, 


unleſs they are playing a four match; and in that cak 


none but the player and his partner have a right to ak 
3 

XXIII. If che ſtriker holes his own ball by a foul 
ſtroke, he either loſes two or three points (according to 
which ball he ſtruck £16) by the firoke, 

XXIV. If the ſtriker makes a carambole, and holes 
his own ball, he wins nothing for the carambole, and 
loſes either two or three points by the ſaid ſtroke, ac: 
cording to which ball he ſtruck firſt. 

XXV. If the ſtriker maketh a carambole, and force 
either of the tHalis over the table, he wins nothing 
by the carambole. 

XXVT. If the ſtriker is going to play with the wrony 


ball, no perſon in the room hath any right to difcoys 


table, 


is ad. 
1 hole 
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it to him, except his partner, if they are plaving a double : 


match. 


XXVII. After a red ball has been holed, or forced 
over the table, the preſent ſtriker is bound to fee the 
ball placed on the proper ſpot before he ſtrikes, other- 
wiſe he can win no points while the ball is out of its 


place; and the ſtroke he made is deemed foul. See 


Article XXI.] 


XXVIII. If after a white ball has been holed, or 


forced over the table, the ſtriker is obliged to place his 
ball on the proper pot he is to play from, otherwiſe he 
can win no points ne made by the ſtroke, which is like- 
wiſe deemed foul. [See Article XXI.] 


XXIX. If after the ſtriker has made a carambole, 


or holed his adverſary's or the red ball, he ſhould touch 
either of the balls which remain on the table with hand, 
flick, or otherwiſe, he can win no points he made by 
the ſtroke; and it is deemed a foul ſtroke. {See Article 
XXI. 

X. NX. Tf the ſtriker plaveth with the wrong ball, 
it is deemed a foul ſtroke. [See Article XXI.] 

XXXI. If the ſtriker plavs with his adverſary's or 
the wrong ball, and holes the ball he played with, he 
either loſes two or three points, according to which 
ball he ſtruck firit; and it is deemed a foul flroke. {See 
Article XXI.] 

XXXII. If the ſtriker plays with his adverſary's or 


the wrong balt, and ſhould mifs both the balls, he loſes 


one point; and if the ball ſhould go into a hole by the 


firoke, he loſes three points; and it is deemed a foul 


ſtroke. [See Article XXI.] 


XXXIII. If either or both the balls mould be upon. 


the line, or within the ſtringing nails or ſpots where le 5 


S 


white ball is originally placed, after his adverſary's ball 
is off the table, it is called a baulk; and the ſtriker, who 
in to play from the ſpot, _ firike the oppoſite cuſhion, 


& 
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to make the ball come back again to hit one of the halls 
within the baulk; which if he does not, he loſes one 
point; if he f 2 the white ball firit, and holes his own 
ball, he loſes two points; and if he A the red ball 
firſt, and holes his own ball, he loſes three points. 

XXXIV. If the vriker roles either or both the balls, 
or makes a caramboie when the balls are within the 
baulk, he wins two, three, five, or ſeven points, s, accord- 
ing to the {iroke. 

XXXV. When the ſtriker plays from the ſpot at 
either of the balls within the baulk, he is obliged to pat; 
one of the bails, otherwile it is no oke. 

XXXVI. When the ſtriker's and the red ball are 
within the baulk, he is not obliged to pals the bail. 

XXXVII. la either of the ales of playing with the 
wrong ball (if 3 it is not amen the ſtriker may reck- 
on all the points he made by the ſtroke, and the marker 
is obliged to mark them. 

XXX VIII. If after the red ball has been holed or 
forced over the table, either of the white balls ſhould 
lay upon or near the fot, ſo that the red ball cannot be 
placed on 1ts proper r ſpot without touching each other, 
the marker muſt then hold the red ball in lis hand while 

the-{triker plays at his adverſary's ball; and the red ball 
muſt be immediately placed on its proper ſpot, ſo that 
it may not prevent a carambole, &c. from being made. 


XXXIX. When either of the white balls has been 


holed, and the red or the white ſhould ſtand upon or ſo 
near the ſpot that the ſtriker cannot place the ball wich- 
out touching each other, the marker muſt hold the red 
ball in his hand, &c, Sce the foregoing Rule. }, -- 
XL. If either of the balls ſhould lay either before, 
behind; or on one {ide of the ſpot, ſo that che ſtriker can 
lace his bail without touching each other, he muſt play 
the ball as he can from the ſpot, neither of which halls 


muſt be moved to make way tor him to play. 


2 
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XLI. If the ſtriker ſhould touch two balls with his 
mace or cue, it is deemed a foul ſtroke. [See Article 
XXI. 

XI ll. The betters ought to be particularly careful 
in propoſing any bots before the ſtroke at this game, that 
may be ſuppoſed to have any tendency to influence the 
judgment of the player. 

XLIII. No perſon in the room has any right, by 
ſigns, geiturcs, or otherwiſe, to diſcover to the player 
how the ball 1s to be played, whether the ſtroke 1s in his 
favour or not, or (after the ſtroke hath been played) of 
any error he hath committed in his judgment; as a ſtroke 
of the fame kind may happen in the ſame hazard, or in 
the game. 

XLIV. Each perſon who propoſes a bet fhould name 
the ſum he intends to lay, and ſhould likewiſe be very 
careful not to propole a het when the {triker hath taken 
nis aim, or is going to inks; * it might diſturb or in, 
terrupt the player in the ſtr 

ne reſt of the articles of © the regulations, &c. as 
in the White wiuning game, are likewiſe to be obſerved. 


RED OR C? RBAMBOLE LOSING, GAME. 
The Came is Sixteen in Number, 
The Red gr Curamboic Lofing Game requires greater 
Tudgment than the Winning, and depends materially on 
7 SL F the Player; the Chances in it may happen 
fomettmes to woes. mare ihe at the Wi inning Caram- 
bole Game, and e/ 7 if the Players do nat praperly 


ungder/tand the fil ul Part of the Game, 


I, THE game begins in tae ſame manner as the ca- 
frambole winning game. 
II. It the ſtriker milles both the balls, ke loſes one 
oint. 
III. If che ſtriker miſſes both balls, and holes his own 
ball by the ſame ſtroke, he loſes three points. 
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IV. If the ſtriker hits the red ball rt, and holes it, 
he loſes three peints, and the ball muſt be inmmediatcly 
replaced on its proper ſpot. 

V. If the ſtriker hits the white ball fir(t, and holes 
it he loſes two points. 

VI. If the friker holes the white and the red ball 
by the ſame ſtroke, he loſes five points; wiz. two for 
holing the white ball, and three for holing the red. 

VII. If the ſtriker makes a carambole, and holes 
either his adverſary's or the red ball only, he wins no- 
thing for the carambole, and loſes either two or three 

| points, according to which ball he {truck firſt. 

VIII. If the ſtriker makes a carambole, he wins two 

oĩnts. 
IX. If the ſtriker makes a carambole by ſtriking the 
white ball firſt, and ſhould hole his own ball by the ſtroke, 
he wins four points; viz. two for the carambole, and 
two for holing his own ball on the white. 

X. If the (triker makes a carambole by ſtriking the 
red ball firſt, and by the ſtroke ſhould hole his own ball, 
he wins hire points; wiz. two for the carambole, and 
three for holing his own ball on the red. 

XI. If the itriker makes a carambole by ſtriking the 
white ball firſt, and by that ſtroke ſhould hole his own 
and his adverlary's white ball, he wins fix points; viz, 
two for the caramboie, two for holing his own ball on 
the white, and two for holing his adverſary's or the 
White ball. 

XII. If the ſtriker makes a carambole by ſtriking the 
zed ball firſt, and by the ſaid ſtroke ſhould hole his own 
ball, and bis adverſary's white ball, he wins ſeven points; 
viz. two for the carambole, three for holing his own 
ball on the red, and two for holing his adverſary” 5 
white ball. 

XIII. If che ſtriker 45 a carambole by ſtriking the 
white ball firſt, and by the ſaid ſtroke ſhould hole hi 


3 
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own and the red ball, he wins ſeven points; vz. two for 
the carambole, two for holing his own ball on the 
white, and three for holing the red ball. 

XIV. If the ſtriker makes a carambole by ſtriking 


the red ball firlt; and by the faid ſtroke ſhould hole his 


own and the red ball, he wins eight points; viz. two 
for the carambole, three for holing his own ball on the 
red, and three for holing the red ball. 

XV. If the ſtriker makes a carambole by ſtriking the 
white ball firſt, and ſhould hole his own ball, and his 
arg, s white and the red ball, he wins nine points; 


2. two for the carambole, two for holing his own ball 


on the white, two for holing his adverfary's white ball, 
and three tor hohng the red ball. 

XVI. If the ſtriker makes a carambole by ſtriking the 
red ball firft, and by the ſaid ſtroke ſhould hole his own 
ball, and the red, and his adverſary's white ball, he wins 
ten points; viz. two for the carambole, three fe holing 
his own ball on the red, three for holing the red, and 
two for holing his edyerfary's white ball. 

XVII. If the ſtriker holes his own ball on the white 
ball, he wins two points. 


XVIII. If the (hiker holes his own ball on the red, 


he wins three points. 

XIX. If the ftriker, by ſtriking the white ball firſt, 
ſhould hole his own ball and his adverfary's white ball, 
he wins four points; v/z. two for holing his own ball 
on the white, and two for holing his adverſary's white 
ball. 

XX. IF the ſtriker, by ſtriking the red ball firſt, ſhould 
hole his own ball and his advertary* 's white ball, he wins 
five points; viz. three for holing his own ball on the 
red, and two for holing the white ball. 

XXI. If the ſtriker ſtrikes his adverſary's white ball 
ficſt, and holes his own ball and the red, he wins fie 
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nints; vis. two for boling his own ball on i the White, 
and three for holing the red ball. 

XXII. If the ſtriker ſtrikes the red ball firſt, and holes 
his own ball, and his adyerfary's white ball, he wins 
five points; vis. three for holing his own ball on the 
red, and two for holing his ady elary's on the: white 
ball. 


ball firſt, and holes his own ball, and his adverfary”s 
white ball, and the red, by the ſame ſtroke, he wing 
ſeven points; v2. two for holing his own ball on the 
white, two for holing his adverlary” s White ball, and 
three for holing the red ball | 

XXIV. If the ſtriker ſtrikes the red ball firſt, and 
holes his own ball and the red, and his adverſary's 
white ball by the ſme ſtroke, he wins eight points; viz. 
three for holir g his own ball on the red, three for holing 
the red ball, and two for holing the white ball. 


AXV. If the ſtriker ſtrikes the red bal} firit, and holes 


his own and the red ball, he wins ſix points; v2. three 
for holing his own ball on the red, and three tor holing 
the red ball. 
XXVI. The betters ought to be particularly care- 
ful in propoſing any bets at this g game, that may be ſup- 
oſed to have any tendency to pervert or to ir:fluence 
the judgment of the player. : | 
N. F. The reſt of the rules and regulations are like- 
wiſe to be obſcrycd, as in the rules for the carambole 
winning game, &c. 
"FORTIFICATION BILLIARDS. 
THE method of playing I ſhall deſcribe as = as 
poſſible: for the better comprehending which, the 
ode has added two copper plates; the firſt ſhews how 
the forts, &c. are to be placed; the other is a plan of the 
table when mounted, accurately meaſured, by which the 


XXIII. If the ſtriker ſtrikes his adverſary s white 
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wrious angles are aſcertained, and | is calculated for the 
experienced player. 

Firft, there are ten forts ade of wood, in the form 
of caities, which are to have lead put in them for the 
parpole of inaking. them heavy, ſo that in playing the 
balls they may not be moved from their places. 

In che front of each fort, at the bottom, is an arch, 
fall wide and high enough to admit the ball, which is 
to be put through it to attack the fort. Within the arch 


of e ch fort 2 ſmall bell is hung, which muſt be made 


to ring dy the adverlary's attacking ball, otherwiſe the 
fort cannot be taken. | | 
Secondly 5 the pais through which each of the adver- 
fary's attacking balls mu't paſs, before a fort can be 
ta Ken. 
Laſtly, the grand Wc, and ten flags or colours. 


Two of the forts, called the grand forts, are to be 


made large r than the reſt, and to have an arch cut 
tough them of the ſize the others have, 

Five of the forts de, including one of the grand forts, 
one of the batteries, and {ive of the flags or colours are 
uſually painted red, and the forts and battery are to be 
pointed Ike brick-work, Which colour denotes them to 
be Engliths on each fort one red colour is to be hoiſted 
on the centre of the front thereot, 

The other tive forts, grand tort included, battery and 
colours, are to be of a white colour : the forts and batter 
to be pointed with black like ſtone, are called French, 
one white col boar to be hoiſted on cach as before men- 
tioned. 

The paſs, which ſerve; fs the purpoſe of boch par- 
ties? attacking balls to go throngh, is to be made in the 
tor m of the gtand forts, but tathor longer tor diſtinction, 
and to have an arch of the itze of rhe grand torts, and is 
to be painted of different colours; vi. one of the _ 
whero the arch is, of a red, to continue half way of eac 
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fide, ard the ſame on the top; the other end of the arch 
is to be white, and to continue in the ſame colour over 
the other half as before 

There are likewiſe two colours to be hoiſted on the 

G, 218. one red and the other white; the red to be 
hoiſtcd at the Engliſh end, and the white at the French 
end. 

The paſs is to be laced i in the centre of the table, 
the red end to face the Englith forts, and the white end 
the French forts. 

The limits of each party's quarter, is from the end 
cuſhion, where his forts are placed, to his pats on each 
ſide of the table. 

Tube red or Engliſh forts are to poſſeſs one end of the 
table, and is called the Engliſh quarter. 

The white ot French forts are to poſſeſs the other 
end of the table, and is called the French quarter. 

The two forts in each quarter in the fiſt angle from 
tl e paſs are to be taken firſt, which are therefore called 
the advanced torts, 

The two forts in the fecond TY are to he taken 
next, which are called the reterved forts, 

Laſtly, the grand fort, with the battery placed before 
the ſame, is the laſt to be taken. 

The height of the advanced and the reſerved forts 5 
to be five inches and a half, the breadth and tength of 
the advanced forts five inches to the ſquare, and the 
length of the referved forts are tive inches and a half. 
and the back of them to be rounded oit. 

The height of the grand forts is to be five inches 
and a half, the breadth and length fix inches and a 
quarter. The batteries are made in a triangular form, 
the height of them are three inches, the breadth at the 
extremity are two inches and a half, and the length 
three inches aud a halt. 
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The height of the paſs 1s five inches and a half, the 
breadth fix inches and a quarter, and the length ſeven 
inches, 

The height of the concave in the forts where the 
attacking ball muſt enter, is three inches, the breadth 
two inches and a half, the depth two inches and three 
quarters, 5 

The bell which is to be within the arch in each fort, 

muſt be hung one inch and a half within it. 
| The balls which are to be played with at this game, 
are to be one inch and three eighths diameter. 
Deſcription of the Plates. 

The one is a plar. for placing the forts, &. &c. with 

the diſtances meaſured; the other is alfo a repreſentation 


of the ſuperficies of a billiard table, with all the forts 


and caſtles properly placed. 
N a a a The balls. 


5 The pals. 
c Advanced forts. 
d d Reſerved forts. 
F Grand fort. 
g Battery. 


FORTIFICATION BILLIARDS. 
The Game is Twenty in Number. 


I, THE game begins, he who ſtrikes the oppoſite 
cuſhion, and brings the ball neareſt the cuſhion 

where he ſtruck from, ſhall have the firſt ſtroke, and 
kive the red (or Engliſh fide of the forts) and muſt 
commence hoſtilities, 1 begin the attack. 

II. Each party has three balls, viz. one attacking 
ball, and two defending balls. 

III. The balls are placed on the ſpots as appears; 
the attacking ball is put in the middle, the defending 
balls on cach ſide thereof. 
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IV. The ball for the attack, on the red (or Engliſh 
ſide of the forts) muſt be ſpotted with red, and the de- 
fending balls with ſmall black circles. 

V. The ball for the attack on the white (or 
French) fide of the forts muſt be white, i. e. plain, 
8 the two defending balls eight black {pots on each 

<> 

VI. Before you oan attack any af the forts, you mult 
make the paſs. 

VII. When you have made the paſs, you muſt take 
down your adverſary's colours, and then attack eicher 
of his advanced forts, which mull be taken firſt. 


. III. If after you have made the paſs, you do not 


ke down your adverſary's colours, you mult make the 


545 again from your own fide of the forts; but you 


muſt not return to the ſpot. 
IX. If you take either of your adyerſary's forts, 
after you have made the paſs, and have not taken down 


our adverſary's pais colours, you loſe two points, and 


mult return to your ſpot again. | 

X. Aſter you have * made the paſs, and 
have taken a tort, you mult return to your middle ſpot 
again. 

Note. Regularly making the pals, is when you have 


taken down your adverſary's colours, conformable to 


Article VII. 


XI. When you have taken a fort, you win four 


oints. 
XII. If you do not take down your adverſary's co- 


Tours when you have taken his fort, you are obliged to 


take the ſaid fort again, and muſt be put back thoſe 


four points you won by the ſame, 


XIII. Miſſings at this game reckon nothing. 


XIV. After you have regularly made the paſs, a 
'are not obliged to go —_—_ it again during 


game. 
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N 2 


. CR, 


XV. In each fort there is a bell, which gives no- 
tive at being taken; which bell moſt be made to ring, 
atherwite the fort is not taken. 

XVI. The beſieged may defend his bu or may 
end his attacking hall into the affault er's quarter to at- 
tok his forts; 

XVII. The beſieger muſt take his adrerſary's torts 
with his attacking ball. 

XVIII. If the beſieger ſhould take his adverſary” Z 
fort with either of his dofending balls, he loſes two 
points, auc returns to his or again. 

XI * If the ſtriker plays with either of his ad- 
verſary's balls, he lotes two points, and if he played 
on either of his oven balls, it mult be put on its proper 
ot, again, if his adverſary requires it. 

XX. Either party may ſend his defending ball or 
balls into his adverſary's quarter, it he pleateth. | 

XXI. After having taken the two advanced forts, 
vou muſt take the ro other forts in the next angle, 
which are called the reſerved forts, and laſtly the grand 
rt. 

XXII. He who does not take the forts according 
to the above direction, and takes either of the laſt for 
the frlt, loſes two points, and mult return to the pro- 
per fot again. 

XVIII After a fort hath been taken, or a ball 
noled or forced over the table, the ſtriker 1 is bound to 
place or to ſee the ball placed om its proper ſpot; and 
ic he doth not, he ſhell reckon nothing for any forts, 
&c. he ſnall take darin g the time the dall is out of its 
place. 

XXIV. After having taken a fort, either by ſtorm 
or otherw 100, and his . e {ary do take the aid ball 
out of the fort, to place it or otherways, and although 
he doth not take dowa his Wenn, neverthalcla the 
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faid fort is deemed as taken, and the colours are to be 
taken down. 

N. B. Taking a fort by ſtorm is, when the party 
has made his utmoſt effort to take it, and is ſo well de. 
fended and guarded by his adverſary, fo that he is o- 
bliged to have recourſe to ſtratagem, that is, by laying 
his ball in a proper angle, and ſtriking the ball againſt 
the end cuſhion, and bringing the ball back again into 
his adverſary's fort. 5 

XXV. If the ſtriker forceth either of his adver- 
ſary's balls into his own fort which hath not been 
taken, he makes him a priſoner of war, and wins ſix 

oints. | 


XXVI. If the ftriker forces either of his adverſary's 


balls into his own fort which hath been taken, it is 
no priſoner of war, but the ſaid ſtriker wins two points. 


XXVII. If the ftriker forces either of his adverſary's 
balls into his adverſary's fort, he wins two points. 

XXV III. If the ſtriker holeth either of his adver- 
fary's balls, or two, &c. for each ball fo holed he wins 
two points, | ; 


XXIX. Tf the ſtriker holes his own ball or balls, for 


each ball ſo holed he loſes two points. 


XXX. If the ſtriker forceth his adverſary's ball or 


balls over the table, or on a fort or cuſhion, for each 
ball he wins two points. | 


XXXI. If the ſtriker forces his own ball or balls 
over the table, or, &c. for each ball he loſes two 
points. ey 
XXXII. If the ſtriker forces his adverfary's hall 
over the table, or on a fort or cuſhion, or into a hole, 
and regularly takes his adverſary's fort by the fame 
ſtroke, he wins fix points. But if by the ſame ſtroke 
the ſtriker's ball ſhould go into a fort which hath been 
taken, or is out of the angle, he loſs two points. 
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XXXIII. If the ſtriker holes his own or his adver- 


ary's ball, or forces them over the table, or on a 


fort or cuſhion, he loſes two points. 


XXXIV. If the ſtriker forces his ball into any of | 


his own or adverſary's forts, which hath been taken, or 
into any of his adverſary's forts out of the angle, he 
loſes two points. 

XXXV. When a ball is holed or forced over the 
table, or on, &c. ſuch ball is to be placed on its pro- 
per ſpot ; but if it happens that the ſpot ſhould be occu- 
pied by another ball, in ſuch caſe the ball is to be placed 
behind it, ſo as not ©o touch the ball. 

XXXVI. Whoever takes a fort after it has been re- 
gularly taken, and the colours are down, loſes two 

oints. 

XXXVII. When the ariker s adverſary's ball is out 
of ſight (that is, lying behind a fort ſo that it cannot be 
ſeen), and the itriker hath a fancy to ſtrike the cuſhion 
firſt, and hit the ſaid ball backwards, by giving warn- 
ing, ſaying, J dio not ſce, if he ſhould hit the ſaid ball, 
he wins two points; but if he ſhould no: hit the ball, 
he loſes two points. 


XXXVIII. It, by the before-mentioned ſtroke, the 


ſtriker {hould hit the ball, and holeth his own ball, or 
forces 1t over the table, or on a fort or cuſhion, or into 
either of his own forts, or into either of his adverſary's 
forts, which hath been taken“, or is out of the angle, 
he loſeth two points, and ſhall reckon nothing for hit- 
ting the ſaid ball. 

XXIX. If either of the adverſary's balls ſhould 
lay before either of the ſtriker's forts, which hath not 
been taken, and (the ſaid ball being out of ſight) hath 
a fancy to ſtrike the cuſhion firſt, and hit the ſaid ball 
backwards, to make a priſoner of wat of his faid ad- 
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verſary's ball, by ſaying T do not fee, if He Bi the 
ball, he wins two points, a; it "he 1 makes a Þ Tiloner of 
war of his adveriury” s bail, he wins fix pomnts more, 
and his adyertary” s ball muſt return to its Proper l af 
again, 

XL. When the ſtriker gives warning, „ faying, [ 7; 
not fee, his adverſary, or the difintereſted companr, 
have a right to be judges thereof, or the marker, if: ary 


diſpute ſhould ariſe thereon, 


LI. If the ſtriker holes, or, &c. eber if his ad- 
verſary's defending balls, it is at his adverſarv*s option 
to place the ſaid ball on either of the proper ſpots, if 
they are both vacant. 

XLII. Whoever toncheth both balls with mace or 
cue, it is deemed a foul ſtroke; therefore he cannot 


| reckon any points he made by the ſaid ſtroke, if it is 


diſcovered and proved to be fo by the diſintereſted com. 
pany and the marker; but if it is not difcoy ered, the 
marker is obliged to reckon all the points made by the 
ſtroke. But if the faid ſtroke is proved to he foul, then 


it is at his enemy's option either to break the balls, or 


to make him return to his proper ſpot again. | 
XLIII. If the ſtriker makes a fou! ſtroke, and holes 
his own ball, or forces it over the table, &c. he loſes 


two points for each of his own Halls ſo holed or forced 


over the table; and it is at his adverſary's option to 


part the balls, if he pleaſes. 
XLIV. If the ftriker moves the ball, it mut be put 


back to the proper place it was moved from, 


XLV. Whoever blows on his cnemy's or on his 
own ball when running, it is deemed foul, [Sce Art. 
ISS 
XLVI. If the ine by blowing on his own ball, 
ſhoufd put it out of its proper courſe, eſpecially when 
running near a hole, he loſes two points; and it 45 


deemed foul. [See Art. ALIL ] 
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L VII. Whoever ſtops a ball with flick or other- 
wite, after the ſtroke, it is deemed foul. [See Art, 
XLII.) 

XLV III. Whoexer plays with both feet of the 
ound; without permiſſion from his enemy, it is deem 
ed foul, [See Art, XLII.) | 

XLIX. Whoever plays upon a ball when running, 
it is deemed foul, {See Art. XLIT]. 

L. Whoever retains his adverſary's ſtick when 
playing, loſeth two points; bet des it is foul. See 
Art. XLII.] 

LI. Whoever gets the firſt twenty points, each fort 
being regularly taken is four points, wins the game. 

Li. When four parties play a double match, he 
who plays before his turn los two points. 

N. B. The reſt of the neceſſary rules and re gula- 
tions are to be found in the rules, &c. of the White 
W Game. 
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When a Perſon who gives One Point to another, is, 
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IV hen a Perſon who gives Five Points to another, it, 
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I hen a Perſon who receives 
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THE GAME OF FARO. 
F- ARO, Pharo, Pharaoh, or Pharaon, i 1s very ſimilar 


to Baſſet, a game formerly much in vogue. 


Rules of the Game. 


The banker deals a compleat pack of 52 cards, deli- 
berately, one by one, laying them alternately, firſt to 
his Tight and then to his left hand, till the whole pack 
15 dcalt ont, 

The punter may, at his option, ſet any number of 
Rakes, agreeable to the ſum limited, upon one or more 
cards choſen out of his livret, from the ace to the king 
inclufive, either pr2yious to dealing the cards, or after 
at.) quantity of coups are made, or he may maſque his 
bets, or change his cards whenever he pleaſes, or hnally 
decline punting, except an event is unſettled when not 
above eight cards are undealt. 

The banker wins when the card equal in points to 
that on which the (fake is ſet turns up on his right 
hand, but loles when it is dealt to the leit. 

The punter lotes half the ſtake when his card comes 
out twice iu the ſame coup. 

Inne last card neither wins nor ha | 

The ialt card but one is called 1 and forms 
part of the banrer's s gain; but now is By equently given 
up, and generaliy {o in the laſt deal. 

When by acc:dent or deſign the pack happens to 
contain more or leſs than 52 caids, or ſhould the laſt 
coup be found deſicient, owing to any mitdeal, how- 
ever ariſing, whether ed at the end or during 
the game, the hank muſt then pay ever {take depend- 
inp at the period when the error is detected, Which 
payment muſt alſo be made if che cards are thrown up. 

The dealer ſhould always be prepared to inform any 
punter tow many cards remain. 
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The firſt card is never valid till the ſecond is dealt. 
No perſon but the dealer or croup ſhould ever med. 
dle with the cards, unleſs to cut them. 


equivalent to the itake. 


Method of Play. 

Tux tailleur and croup fit oppoſite each other at a 
large oval table covered with a green cloth, on which 
is a line marked by coloured tape, er a wooden rim 
about an inch high, and eight from the edge of the 
table, for the purpoſe of ſeparating thoſe cards punted 
on from the others. Money 1s placed either looſe in a 
well, or done up in rouleaus. The tailleur is to deal 
while the croup pays and receives, guards againſt _ 
and ſhufiles another pack of cards. 

The game may be played by any oumber of perſons, 
each punter being furniſhed with a livret, from which 
having choſen a card, or cards, and placed the fame 
on the table, quit W. thin the line, putting the ſtake 
either thereon, or upon other cards placed face down- 

wards at the head of thoſe betted on. Then the dealer 
holds a pack of cards tight in his hand, and ſhewing 
the bottom one as a caution to avoid punting on it near 
the concluſion of the game, and to prevent miſtakes, a 
ſimilar card, with the corners cut off, is uſually laid in 
the middle of the table; proceeds to deal ſlowly, firſt to 
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as he goes on, and ſtopping between each two cards, 
while the croup ſettles the event. 

When a punter gains, he may either 15 his money 
or paroli; if he wins again, he may play ſept & le va; 
ſhould he then prove ſucceſsful, he can paroli for quinze 
& le va; afterwards for trente & le va; and, final ly, for 
foixante & le va, which is the higheſt chance in tie 


A paroli, &c. may be purchaſed by paying a ſur 


He right, afterwards to the left, mentioning every one 


zame. Should the punter not like to venture ſo boldly, 


977 


he may make a paix, or pont; afterwards a double or 
treble paix, &c. or a ſingle, double, or treble paix- 
paroli. 
cither pay or make a pli. 

A reckoning may be kept of the na of times 
each card is dealt, by 2 nhl placing a livret and 
bending the corner 3 of ſimilar cards, one way for the 
punter, another way for the dealer. 


Terms 17 at Faro. 

Baxren; the perſon who keeps the table, 

Covcuasr or EnJEv; the ſtake. 

Cour; A Strobe or Pull. Any two cards dealt al- 
ternately to the right and left. 

Croueierz Cr up. An aſſiſtant to the dealer. 

DovBrtr. Is when the punter's card is turned up 
twice in the ſame coup, then the bank wins half the 
flake. A ſingle paroli muſt be taken down, but if 
there are ſeveral, only one retires. 

HoerLY ; 4 Ce ertainty. Signifies the laſt card but 
one, the ch 1ance of which the banker claims; and may 
refuſe to let any punter withdraw a card when eight or 
leſs remain to be dealt. | 

L1vgeT; A ! fall Boot, A ſuit of 13 cards, with 
4 others called Figunrs, viz. one named the little 
gure, has a blue crols on each fide, and repreſents 
ace, deuce, tray; another yellow on both ſides, ſtyled 

the yellow firure, ſignifies, 4, 5, 6; a third with a 
black lozenge in the centre, named the black figure, 
ſtands for 7, 8, 9, 10; anda red card, called the great 
or red figure, for Kas e, queen, king. 

Louxs york L'abrss; One for the Other, Means 
4 Grawn game, and is faid when two of the punter's 
-urds are dealt in the fame coup. 

* ASQUE, Sigaiſies turning a card, or placing ano- 

r face downwards, duing any number of coups, on 
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When doublets are dealt, the punter may: 
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that whereon the punter has ſtaked, and which he after- 
wards may diſplay at pleaſure. 
Oyyost; The Oppoſite Game. Is reverſing the game, 
and having the cards on the right for the pane, and 
thoſe on the left for the dealer, 
Palx; Peace. Equivalent to double or quits ; * 18, 
when the punter having won, don't chuſe to parolt and 
riſque his ſtake, but bends or makes a biidge of his 
card, ſignifying that he ventures his gains only. A 
double paix 1s, when the punter having won twice, 
bends two cards one over the other, Treble paiy, 
thrice, &c. A paix may follow a lept, &c. or quinze, 
&c..&Cc. | 
PAIX-PARNOLI. Is when a punter has gained a pa- 
roli, withes then to play double or quits, and fave his 
original ſtake; double-paix-parot: ſucceeds to winning a 
paix-paroh ; 8 paix-parol. follows double, &c. 
PaRoct; Double. Sometimes called Cocking, is 
when a punter, being fortunate, chutes to venture both 
his ſtake and gains, which ke Intimates by bending a 
corner of his card upwards, 
PII; Bending. Ts wed when a punter, Having loſt 
half his ſtake by a doublet, bends a card in the midd! 'E, 
and ſetting it up with the points and foot towards the 
dealer, ſigniſies thereby a defire either of 1£covering the 
moiety, or of loſing all. | 
Poxr; 4 Bridge. The ſame as Paix. 
PoxTs; A. Point. The punter or player. 
Qvinze & LE Va; Fifteen and it pores, Is when 
the punter having won a ſept, ec. bends die third 
corner of the card, and yentures for 15 times bis 
take. 
SET & LE VA; Seven, Fc. Succeeds the gain- 

ing of a paroli, by Which the punter being entitled © 
thrice his ſtake, riſks the Whole again, and, bending 
his card a ſecond time, tries to win {even fold. 
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SOIXANTE & LE Va; Sixty- three, Sc. Is when f i 
the player having obtained a trente, ventures all once KOT 
more, which is ſignified by making à fifth paroli, either f 
on another card, if he has parolied on one only before, 144 
or by breaking the fide of that one Which contains four, b 
to purſue his luck in the next deal. | "GPs 
TAILLE UR; The Dealer. Generally the banker. WA: 
TR ENTE & LE Va; One and Thiriy. Follows a oh 14 
quinze, &c. when the punter again tries his luck, and 5 Wa 
makes a fourth paroli. 40 bl 
Odds at the Game of Faro. FRA 
; | | | whe; (421 WH 
Tar chances of doublets vary according to the . bite 1 
number of fimilar cards remaining among thoſe un- 1 
dealt. | | | Pl . 
The odds againſt the punter encreale with every U 
coup that is dealt. | | 44 
When 20 cards remain in hand, and the punter's card e 
but once in it, the banker's gain is 5 per cent. 10 
When the punter's card is twice in 20, the banker's M's. 


gain is about the 34th part of the (take. 
When the punter's card is thrice in 20, the banker's 
ain is about 4 per cent. . | x 
When the punter's card is 4 times in 20, the 
banker's gain is nearly the 18th part of the ſtake, 
When only $ cards remain 'tis 5 to 3) in favour 
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When but 6 are left, tis 2 to 1 C of the 1 
And when no more than 4 3 to 13 bank. 5 
That the punter don't loſe his firit ſtake is an even Ek: 
bet. | | 4 bs 
N. B. A punter plays on the ſquare by placing a 11 4 
ſtake, referring to both at the head of two cards that 
have been dealt thrice each, and neither of which is the 6 
bottom one. KEPT 


For the table exhibiting the odds againſt winning any 
number of events ſucceſſively, lee page 235. 
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A TABLE for Faro, whereby the ſeveral Advantages 
75 the Banker, in whatever Circumſtances he may 


vappen to be, is ſcen ſufficiently near at the firfl View, 
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NO of 
| Cards 
in the 
4 Stock. 


The N“ of Times the Punter's 
Card is contained in the Stock. 
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Uſe of the foregoing Table. 


EXAMuLE l. 


To find the gain of the banker when there are 30 
cards remaining in the ſtock, and the punter's card 
tylce in it. 

In the firſt column ſeek for the number anſwering tc to 
zo, the number of cards remaining in the ſtock: over 
Again it, and under 2, at the head of the table, you 

will find 51, which ſhews that the banker's gain is the 
6ity-jourth part oi the ſtake. 


Examyie II. 


To find the pain of the banker when dut 10 cards 
are remaining in the ftock, and the punter's card thrice 
in it. 

Againſt 10, the number of cards, in the firſt co- 
lumn, and under number 3, you will find 12, which 
donotes that the banker's gain is the twelfth part of 
the Rane. 

ExaupLE III. 


ro find the banker's profit when the punter's cards 
remain twice in 22. 

In the firſt column find 22, the number of PR 
over againſt it under figure 2, at the head of the 
ble, you will find 28, which ſhews that the gain is 
one 38th part of the flake: 


FXAMPLE IV. 


To find the banker's gain when eight cards remain, 
and the punter's card thrice among, them. 
In the firſt column ſeek for 8, on a line with which 
under the 3 ſtands the figure of 9, denoting the profits 
to be one-grh, or 25. 46 in the guinca. 
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CoroLLARY I. 


From the table it appears, that the fewer cards 
there are in the ſtock, the greater is the gain of the 
banker, be | 

 ConoLtany 2. 

The leaſt gain of the banker under the fame cir- 
cumſtance is, when the punter's card is but twice in 
hand, the next greater when three times, ſtill greater 
when but once, and the greateſt of all when four 


times, 

The profit of the banker 1s three per cent. upon all 
the ſums adventured, ſuppoſing the punter's to ſtop 
when only fix cards remain, but with hocly 'tis full 


five per cent. 


CC 
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THE GAME OF ROUGE ET NOIR. 


OUGE et Noir, or Red and Black, is a modern 

game, ſo ſtyled, not from the cards, but from the 

colours marked on the tapis or cloth with which the 
table 1s covered. = 


Tailleur. 
Croupier. 
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The firſt parcel of cards plaved, is ufually for noir, 
the ſecond for rouge, though ſometimes the ecards are 
cut to determine which ſhall begin. All the terms of 
this game are French, and that language is uſed in 
playing. | | 

Any number of perſons may play, and the punters 
may riſk their money on which colour they pleaſe, 
placing the ſtakes in the outer ſemicircle. | 
The tailleur and croupier being ſeated oppoſite each 
other, with a baſket for receiving the cards of every 
coup after dealing, placed on the middle of the table. 


The tailleur then Pahng round fix packs of cards to be 


- 


ſhuffled and mixed confuſedly all together by the com- 
pany, afterwards finally Thuffles them, and inſerts all 
the end cards into various parts of the 312, till he meets 
with an honour, which being placed upright at the end, 
is offered to a punter, who, putting the ſame into any 
part of the pack, the tuilleur there ſeparates it, and lays 
that part which was below the {aid honour uppermolt, 
and taking therefrom a handful of cards, and placing a 
weight upon the remainder, proceeds to deal, taking 
afterwards other parcels from the heap as they may ve 


Wanted, till all are dealt out. He looks at the firſt 


card, and puts it face downwards; two others, one red, 
the other black, are then laid back to back, and that 
placed confpicuouſly upperm6ſt, which is of a ſimilar 
colour with the ſaid firſt card; theſe two cards are 
turned according to the colour of that card which after- 


wards may be firſt dealt in each ſucceeding coup. When 


the ſtakes are depoſited, the tailleur cries noir, turns 
the top card, and places each ſucceeding one in a row, 
till the points of thoſe ſo turned ſhall exceed thirty ; he 


then declares the numbers, at trente & une, one and 


thirty ; or, if above that, up to forty, he only ſays, 
deux, trois, quatre, cinq, fix, ſept, huit, neuf, 1, 
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three, four, five, fix, ſeven, eight, nine, and when forty, 
quarante. | | | 

Another parcel is then dealt in a ſimilar mode for 


rouge, and the punters win who had ſtaked on that co- 


lour, the points for which were thirty-one or neareſt to 
it, Which the tailleur declares, by faying rouge gagne, 
Red wwins; or rouge perd, Red laſes. Theſe two par- 
cels, one for each colour, make a coup. W hen the = 
number is dealt for each, the tailleur {ays, apres, after, 
which forms un refait, or Double, by which neither 
party loſes, except tis un refait tente & un, one. andl- 
thirty, when the tailleur wins halt the {tales punted on 
each colour, which half the punters may either pay, or 
have their ſtake moved into the middle ſemicircle of 
the colour they then chooſe, called la premiere priſon, 


the firſt Priſon, to be determined by the next event, 


whether they loſe all or are ſet at liberty; but if un re- 
fait ſecond trente & un, « /econd Doublet of one-and- 
thirty, ſhould occur in the next ſucceeding deal, the 
punters loſe only one halt of their remaining moiety, 
making three-fourths of their original ſtakes, and are 
removed into the ſmalleſt ſemicircle, ſtyled la ſeconde 
priſon, the ſecond Priſon, and the next coup determines 
whether the punter loſes all, or 1s to be removed again 
into la premiere Priſon. 5 
Punters after winning may paroli, &c. and purſue 
their luck up to a foixante, as at faro; but as no livrets 
are uſed at rouge et noir, they cannot make either paix 
Or pont. | | | | 
At this game a banker cannot refuſe any ſtake not 
exceeding his fund; which the punter declares, by ſay- 
ing, Je va Ja Banque, Va la Banque, or Va Banque, 
[ £0 at the Bank. | | 
Bankers generally furniſh punters with flips of card 
paper, ruled in columns, cach marked N or R at 
the top, on which accounts are kept by pricking with a 
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pin, and when un refait happens, the ſame is denoted by 


I 3 J 4 1 - 
* 7 " CRIES 07 
"y 22 8 "i. — — — * — 44 
= -_- "> * * 


Sn. — 
r 


5 
4 running the pin through the middle line. ot 
E Some bankers give up the profit of le refait during as 
'A the firſt deal. | nu 
4 The odds againſt le refait being dealt, are reckoned 
| 63 to 1, but bankers acknowledge they expect it twice * 
4 in three deals, and there are generally from 29 to 32 r 
Y —_ in each deal. 5 bel 
bi or the table exhibiting the odds againſt winning det 
any number of events ſucceſſively, ſee page 235. the 
— | — | —— — — wh: 
A THE GAME OF CRiBBAGE. nie: 
5 CRI BBAGE, a game differing from all others by its tha, 
5 moſt immense variety of chances, and generally hib 
* reckoned uſeful to inſtruct young people in the ſcience K 
| of calculation, is Lee ſeveral ways, either by two, Wit! 
three, or four perſons, with 5, 6, or ſometimes 8 cards; I 
the rules alſo vary a little in different companies; but the by c 
following are thoſe molt generally allowed of. 1118 
The dealer may diſcover his own cards, though if 4 ft 
he ſhews any of the adveriary's, that adverſary is en-. 1 
titled to mark two points, and alſo at liberty to call a | 2 Þ 
* freſh deal. | „ ce 
5 Should too many cards be dealt to either party, the be d 
| non-dealer may fcorc two points, and likewiſe demand 80 
another deal, upon the error being detected previous to 6 , 
ucce 


taking up the cards; but if he does not wiſh a new deal, 
in that caſe the extta cards mult be drawn; and when 

any player is obſerved to have in hand more than the 

proper number of cards, then the opponent ſhall ſet up 4 S Rl 


a points, and call a new deal. 5 it 
* If any perſon ſhall meddle with the cards after den- 07 hol 

3 ing, till the period of cutting them for the turn-up catd. EY ti 

| Winch 


then his opponent {hall ſcore two points. 


cuts th 
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When any player ſcores more than entitled to, the 
other party ſhall not only put him back as many points 
25 are overmarked, but likewiſe ſcore the ſame extra 
number for his own game. | 

Should either party meddle even with his own pegs e 
unneceſſarily, the opponent may take 2 poiats, and if any . 
one takes out his front peg, he muſt place the ſame back bk 
behind the other; tho? when any are miſplaced by acci- | 
dent, a bye- ſtander ſhould replace the {ame according to 
the beſt of his judgment, but never otherwiſe interfere. 

When any player miſcalculates or neglects to ſet up 
what he is entitled io, the adverſary is, in ſome compa- 
mes, allowed to take the points lo omitted; but in others 
that is not done, the inattentive perſon being only pro- 
hibited from afterwards ſcoring them. 

Kach player may place his own cards, when done 
with, on the pack. . a 

In five-card cribbage, the cards are to be dealt one 
by one alternately, but when played with 6 cards, then 
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it is cuſtomary. to give three, and if with 8 cards, four at Walt | 

a time. „ 3 Wa 

The non-dealer at the commencement of the game 4. | | 

in five- card cribbage ſcores three points, called taking I 1 

three for laſt, but in 6 and 8 card cribbage that is not to Fr 1 

be done. 1 | K i | 

Some parties permit of fluſhes in play to be reckon- Fi N 

„ed, when three or more cards of a ſuit are laid down 0 5 
|| fuccelhvely. F BY 

: Mode of playing Five-card Cribbage. | 10 q 

1 RIBBAGE boards are fo univerſally known, that Ae 

it is unneceſſary to deſcribe them; and the 61 points 904 K 

J or holes marked thereon make the game. Each play- 4 


J. Jer 18 firſt to lay out two of the five cards for the crib, 
which always belongs to the dealer; next the adverſary 
cuts the remainder of the pack, and the dealer turns up 


2 | 
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and lays on the crib the uppermoſt card, for which, if a 
knave, he marks two points. The card turned up is to 
be reckoned by both parties, whether in ſhewing their | 
hands or crib. After laying out and cutting as above | 
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mentioned, the eldeſt hand plays any card which the * 

other endeavours to pair, or to find one, the points of 4 

which reckoned with the firſt will make 15; then the b 

Y non- dealer plays another card, trying to make a pair, M 
„ pair-royal, ſequence, fluſn where allowed of, or 1 5, C0 
I provided the cards already played have not exceeded ; 
* that number, and ſo on alternately till the points of the m 
9 cards played make 31, or the neareit poſſible number 
9 under that. 0 
When the party whoſe turn it may be to play cannot 5 


produce a card that will make 31, or come in under 
that number, he then ſays, Go, to his antagoniſt, who N 


N 


l Pt 
* 
— 


8 


* 

1 thereupon is to play any card he has that will come in 85 

. to make 31, if he can, and take two points, or to {core * 
* one for the end hole; and beſides, the laſt player has 7 
E: often opportunities to make pairs, or ſequences. Such _ 
* cards as remain after this, are not to be played; but TH 
* each party having, during the play, ſcored his points FIR 
* gained, in the manner as directed below, proceeds, the 72 
| 5 non- dealers firſt, then the dealer, to count and take for why 
1 bis hand and crib as follows, reckoning the cards every ng 
* way they can poſſibly be varied, and always including ng 
br the turned-up card, : | hats 
* For every I5 -. ö 2 points. * P 
4 Pair, or two of a fort 2 points. 80 

. i Pair-royal, or three of a fort 6 points. Wen 
5 Double pair. royal, or 4 ditto 12 points. vom 
Y — Sequence of any ſuits, according to the No. I fene 
„ — Fluſhes according to the No. op 
* Knave, or noddy, of the lame ſuit as turned 7 % 
$ up, I point; but when turned up it is not to be 1ec- 105 
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koned again, nor is any thing to be taken for it when 
played. | | 

N. B. Three cards of the fame ſuit in hand, or four 
in crib, uſually entitle the player to reckon that number, 
and alſo one more when the turned: up card happens to 
be of the ſame ſuit; but among profeſſed gameſters it is 
not cuſtomary to allow fluſhes in crib, unleſs all the 
cards, including that turned up, are a ſimilar ſuit. 

In laying out cards for the crib, it is always requiſite 
that every player ſhould conſider not only his own hand, 
but alſo whom the crib belongs to, as well as the ſtate 
of the game; for what might be proper in one ſituation 
would be highly imprudent in another. A player, 
when he does not thereby injure his hand, ſhould, for 

his own crib, Jay out 3 cards, in hopes of making a 
equence, or two of a ſuit, in expectation of a fluſh, or 
any cards that of themſelves amount to «5, or fuch as 
reckoned with any others will make that number, except 
when the antagoniſt is nearly up, and it may be expe- 
dient to keep ſuch cards that probably might prevent 
him from gaining at play. The direct contrary method 
ſnould be purſued in reſpe& to the adverſary's crib, 
which each perſon ſhould endeavour to baulk, by lay- 


ing out thoſe cards that are not likely to prove of ad- 


vantage, unleſs at ſuch a ſtage of the game, when it may 


be of conſequence to keep in hand cards likely to tel 


in play, or when the non-dealer would either be out by 
his hand, or has reaſons for judging the crib of little 
moment. The king is a good card to baull a crib, as 
none can form a ſequence beyond it, Low cards are 
generally the moſt likely to gain at play. Fluſhes and 
ſequences are for the molt part eligible hands, as there- 
by the player is often enabled cither to a{liit his own 
crib, or baulk that of the opponent; to whom a knave 
ſhould never be given, if with propriety it can be retain- 
cd. Sequences in play need not be laid down ia ord. ; 
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— 


it is ſufficient that the cards on the table will form a ſe- 


| quence without any other one intervening ; as for in- 


ſtance, ſuppoſe a fix firſt played, then a four, and after- 
wards a tray, if a deuce follows, it will make ſequence 
of three; then if a five, it will be a ſequence of four; 
and if an ace or ſeven ſucceeds the five, a ſequence of 
{ix; though ſhould a ten, or any other card that will not 


run on regular, be played as the fourth, the ſequence 


then will be totally prevented. | 
Twenty-nine 1s the greateſt poſſible number that can 


be gained by the ſhew of any hand, or crib, cither in 


five or ſix card cribbage, and is compoſed of three fives 
and a knave, with a fourth five, of the ſame ſuit as the 
knave, turned up; this very ſeldom happens; but twenty- 
four 1s not an uncommon number, and may be formed 
of four threes and a nine, or two fours, one five, and 
two ſixes; and ſome other combinations that a little 
experience will point out. 

The almoſt endleſs variety in cribbage renders it 
impoſſible to give, in aſmall compaſs, ſufficient directions 
for learners to put out, retain, or play their cards to the 
beſt advantage in all the different ſituations of the game; 
experience and attention combined with calculation 


will foon do the whole. The chances are often fo ex- | 


traorctnary and unexpected, that even between ſkilful 
gameſters it is poſſible at five card cribbage, when the 
adverſary is 56, for a lucky player, who had not previ- 
ouſly made a ſingle hole, to be more than up in two 
deals, his opponent getting no further than 60 in that 
time; and in four hand cribbage a cafe may occur, 
wherein none of the parties hold a fingle point in hand, 


and yet the dealer and his friend, with the aſſiſtance of 


knave turned up, may make 61 by play in one deal, 
while their adverſaries only get 24; and tho" theſe par- 
icular games, as ſtated hereafter, may not happen of 


ik» had 6 Sas. «| 1 
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many years, yet others nearly ſimilar may now and then 
be met with. 

Suppoſe A to be 56, and B, whole turn it is to 
deal, not having gained a ſingle point, gives A one 
ſix, two ſevens, a three, and a four, and to himſelf three 
ſixes, a deuce, and a three, he laying out the deuce 
and three: A the three and four to the crib, for which 
the turn-up card proves another three, A then plays a 
teven, B a ſix, making 13; then A another ſix, mak- 
ing 19, and ſcores two for a pair; B a third fix, making 
25, and a pair-royal, for which he ſcores 6 
A not being able o come in, B plays the fourth 

fix, making a double pair-royal, with two for gr 14 
4 ſhews and marks two for the pair of ſevens in 

his hand; Z ſhews and ſets up 12 for his hand, 

and 17 for crib _ _ 29 
Second deal, A gives p three, four, and five of the 

ſame ſuit, with any two tenth cards; and to 

himſelf ſeven, eight, nine, and likewiſe two 

tenth cards; each perſon laying out his two tenth 
cards for the crib, and a three again turned up. 
B plays a four, A an eight, making 12, B a 
three, 15, and ſcores — 


A follows with the nine, making 24, B his fiv A : 
29, and the end hole — I 
And ſcores alſo for his hand — 13 
Making in all four more than game — 65 


In the other caſe A and Z play againſt C 
and D. A deals to every one a three, 
four, ſix, ſeven, and any tenth card, which 
laſt mentioned each, to play judiciouſly, 
ſhould put out for the crib; then tuppete a 
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3c. 
"<a 


— 


D plays the third ſeven f 
A the fourth ſeven, and end hole again 13 


< 
* 


n 
* 3 2 WED - Ty 7 
8 e e 
R ; 


it C now plays his fix. 

E. B pairs it 3 2 
„ . . 

as D makes the pair-royal again — 6 

4 A the double ditto, and end hole — 13 
4 24 61 


25 
i 
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F "$7757 32 5 
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Cads of the Game. | 
Tus chances of points in a hand are calculated at 
more than four, and under hve ; and thoſe to be gain- 
ed in play are reckoned two to the dealer, and one to 
the adverſary, making in ali about fix on the average, 
throughout the game; and the probability of thoſe in 
the crib are eſtimated at five; ſo that each player 
ought to make ſixteen in two deals, and onward in the 
ſame proportion to the end of the game, by which it 
appears that the firit dealer has rather the advantage, 
ſuppoſing the cards to run equal, and the players like- 
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at home or not, and thereby play his game accordingly, 


| I 
when his hand proves indifferent. 


; knave turned up, for which A and B ſcore _ 2 
| C begins with a four, 

5 Z pairs the ſame and ſets up — 2-8 
8 {) makes a pair-royal — | 5: 

4 A a double pair- royal — 12 
; C then follows with a three. 
® Þ pairs that alſo — 2 
E D makes another pair-royal — 6 

2 A the double ditto, and end hole 13 
* C goes on with a ſeven, which | 
| : B likewiſe pairs — 2 


wile equally matched in {kill. By attending to the | 
above calculation any player may judge whether he is 


either by making 2 puſh when he is behind and holds | 
good cards, or by endeavouring to baulk the opponent! 
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{n favour of the Dealer. 
Each party being even 5 holes going up, is 6 


— at o holes each 12 
— I ditto — 7 

— —— 20 each — 6 
— — 25 cach — 11 
30 each — 9 
— — 7 
— 40 each — 10 
— Hs. 45 each — 
— — — 5 Cacn — 5 
——_— cc} — "Ty 

. 60 cach 2 


When the dealer wants 3 and his opponent 4 £ 
In all ſituations of the game, till within 15 of 
the end, when the dealer i is 5 points a head. 3 


But when within 15 of the end 8 
And if the dealer wants 6, and the adver- 
ſary 11, . 10 
Should the dealer be 10 a head, it is 4 or 5 
And near the end of the game, 10 or 12 
When the dealer wants 16 and the antago- 


TH: — 21 


A gain. the Dealer. 


Both Players being even at 56 holos each, is 7 
e e 


— 


If the dealer wants 20, and his opponent 3 
When the dealer 1s ive points be hind, pre vious 
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to turning the top of the board — 6 — 5 
When he is 31, and che antagoniſt 36 6 — 4 


When 36, and the adverſary 4141 7 — 
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Even Betting. 

When at 59 holes each player, 

In all points of the game, till within 20 of the end, 
if the non-dealer is three a-head. | 

The dealer wanting 14, and his antagonift g 

Ditto — 11, Ditto — = 

Three or four-hand cribbage differs only from the pre- 
geding, as the parties put out but one card each to the 
crib, and when thirty-one, or near as can be, have been 
made, then the next eldeſt hand leads, and the players 

o on again, in rotation, with any remaining cards, 
tilh all are played out, before they proceed to ſhew. 

A fort of three-hand cribbage is fometimes played, 
wherein one perſon fits out, not each game, but each 
deal, in rotation. In this the firſt dealer generally wins. 

Six-card cribbage varies from that played with five, 
as the players (always only two) commence on an 
equality, without ſcoring any points for laſt, retain four 
cards in hand, and all the cards are to be played out, 
as in three and four hand cribbage with five cards. 


At this Game it is of advantage to the laſt player 
to keep as cloſe cards as poſlible, in hopes of coming 


in for fifteen, a ſequence, or pair, beſides the end 
hole or thirty-one. | 
The firſt dealer is reckoned to have ſome trifling ad- 
vantage, and each player may, on the average, ex- 
pect to make twenty-five points in every two deals. 
The firſt non- dealer is conſidered to have a pre- 
ference, when he gains ten or more the ſirſt hand, 


and the dealer not making more than his average 


number. DD 
Sometimes eight card cribbage is played; but very 
AHeldom. 7 
'Fhefe games of three and four hand cribbage, and 
thoſe of 6% or eight cards, are eaſier than that of five 


Confederary 
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eards by two perſons, and conſequently are not near fo | 


much in vogue with profeſſed gameſters. 
Some ingenious people in London invented a game 
of chance they ſtyled playing at cribbage by hackney 


coaches ; that is, two perſons —_— themſelves at a 
tr 


window in ſome great thoroughfare ſtreet, one would 
take all the coaches from the right, the other from the 
left; the figures on the doors of the carriages were 
reckoned as cards in ſhew, and every man or boy that 
happened to fit, ſtand, or hold at the back of any of 
them, were called Noddies, and one ſcored for each. 


— 


THE GAME OF MAT RIMONV. 
ATRIMONY may be played by any number of 
M of Perſons from 5 to 14. This game is com- 
poſed of 5 chances, uſually marked on a board or ſheet 
of paper, as under, 


Beſt 
The Ace of Diamonds turned up. 
INTRIGUE, =] 
BY 4 # > 3 
OE = 
id QUEEN AND KNAVE. | [by 


** 


Pairs 
The Highelt. 
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N. B. The ace of diamonds turned up takes the 
whole pool, but when in hand ranks only as any other 
aces and if not turned up, nor any ace in hand, then 


king, or the next beſt card, wins the chance fiyled A 


Leit, 
This game 1s genorally played with counters, and 


the dealer {takes what he pleaſes on each chance, the 
other players depoliting each the fame quantity, except 
one; that is, when the dealer ſtakes twelve, the reſt of 
the company lay on eleven each. After this, two cards 
are dealt round to every one, then to each one other 
card turned up, and he who ſo happens to get the ace 
og diamonds {weeps all; if it is not turned up, then each 
hos ſhews his hand, and any of them having matri- 
mony, intrigue, &c. takes the counters on that point; 
and when two or more people happen to have a ſimilar 
combination, the eldeſt hand has the preterence, and 
thould any chance not be gained, 1t ſtands over to the 


next deal. 


THE GAME OFC CASSINO. 
\ASSINO is generally played by ſour people, but 


occaſionally by three or two; the points conſiſi of 
eleven, and the lurch is fix. 
The points are thus calculated : 
That party which obtains the great caſſino (or or ten 


of diamonds) reckons | — — 2 points. 
Ditto, little caſſino (the deuce of ſpades) I 

The four aces one point each — 4 
The majority in ſpades — 1 

The majority of cards _ 3 


Beſides a iweep before the end of the game, 
when a piayer can match all on the 
board,: reckons {= 1 
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In ſome deals at this game it may fo happen, that 
neither party wins any thing, as the points are not ſet 
up according to the tricks, &c. obtained, but the 
imalier number is conſtantly. ſubtracted from the larger 
both in cards and points, and if they both prove equal, 
the game COMIRCNCES again, and the deal goes on in 
rotation: when three perſons play at this game, then 
the two loweſt add their pages DINE, and ſubtract 
from the highett. CS 

LAWSy * | 


* 


The deal and partners are dete rmined by cutting as 


at whilſt, and the dealer gives four cards by one at 4 
time to every player, and Jays ! in any manner he likes, 
either regularly as he deals, or by'i, 2, 3, r A at a 
time; four more face apa. rds on the board, and aftet 
the firſt cards are played, four others are to be dealt to 
ach perſon till the pack is concluded ; but tis only in 
the firſt deal that any cards are ro be turned up. f 
The deal is not loft when a card is faced by the 
dealer, unleſs in the {ft round before any of the four 


cards are turned up on the table; and if a card ha appens 


to be faced in the pack before any of the ſaid four are 
turned up, then the deal mult be begun again. 

Any perſon playing with lefs than four Cards muſt 
abide by the loſs, and ſhould a card be found under 
the table, the player whoſe number is deficient is to 
take the ſame. | | | e 

Each perſon plays one card at a time, with which He 

may not only take ev cry card of the ſame denomination 
on the table, but likewiſe all that will combine there- 
with; as for enen a ten takes not only every, 15 
but alſo nine and ace, eight and deuce, ſeven and three 
fix and four, or two lives. 

The number of tricks are not to be counted before Fa 
che cards are played, uor may any trick but that laſt won 
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be looked at; and every miſtake mult be challenged im- 
mediately. | | 
The player who obtains the laſt trick ſweeps all the 
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cards then remaining unmatched on the table. 


RULES. 

The principal objects are to remember what has been 
played; and when no pairs or combinations can bemade, 
to clear the hand of court cards, which are only of ſer- 
vice in pairing or in gaining the final ſweep; and if no 
court cards are left, 'tis belt to play any ſmall ones, 
except aces, as thereby combinations are often pre- 


rented. | | | T 
In making pairs and combinations a preference ſhould 


always be given to ſpades, for obtaining a majority ot 


them may ſave the game. : 

When three aces are out, take the firſt opportunity to 
play the fourth, as it then cannot pair; but when there 
is another ace remaining, it is better even to play the 
little caſſino, that can only make one point, than to riſk 
the ace, which may be paired by the opponent, and 
make a difference of two points. 

Do not negle& ſweeping the board when opportunity 

offers; always prefer taking up the card laid down by 
.- the opponent, allo as many as poſſible with one, en- 
deavouring likewiſe to win the laſt cards. + 

While great or little caſſino is in, avoid playing either 
a ten or a deuce. | | | | | 

When you hold a pair, lay down one of them, unleſs 
when-there is both a ſimilar card on the table, and the 
fourth is not yet out. 

Attend to the adverſaries {core, and, if poflible, 
prevent them from ſaving their lurch, even though you 
 etherwiſe ſeemingly get lefs yourſelf, particularly if you 
aan hinder them from, clearing the board. 
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At the commencement of a game, combine all the 
cards poſſible, for that is more difficult than pairing; 
but when combinations cannot be made, don't omit to 
pair, and alſo carefully avoid loſing opportunities of 
making tricks. 


THE GAME OF GOFF, OR GOLF. 


NE favourite ſummer amuſement in Scotland: is 
played with clubs and balls. The club is taper, 
terminating in the part that ſtrikes the ball, which is 
faced with horn, and loaded with lead. But of this 
there are ſix ſorts uſed by good players; namely, the 
common club, uſed when the ball lies on the ground; the 
fereper and half ſcraper, when in long graſs ; the /poon. 
when in a hollow; the heavy iron club, when it lies 
deep among ſtones or mud; and the ligt iron ditto, 
when on the ſurface of chingle or ſandy ground. 
The balls are conſiderably ſmaller than thoſe uſed at 
cricket, but much harder; they are made of horſe 
leather, ſtuffed with feathers in a peculiar manner, and 
boiled. Os 3 e 
The ground may be circular, triangular, or a ſemi- 
circle. The number of holes are not limited; that al- 
ways depends on what the length of the ground will 
admit. The general diſtance between one hole and 
another is about a quarter of a mile, which commences 
and terminates every game; and the party who gets. 
their ball ia by the feweſt number of ſtrokes are the 
victors. 
Two, four, ſix, eight, or as many as chooſe, may 
play together; but what is called the good game never 
excccds four; that number being allowed to afford beth 
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diverſion, and not fo liable to confuſion as fix, eight, 
ten, or twelve might be. 

The more riſing or uneven the ground, requires 
the greater nicety or fall in the players; on which 
account it is always given the preference to by pro- 
ficients. 

Light balls are uſed when playing with the wind, and 
— ones againſt it. 

At the beginning of cach game the ball allowed to 
be elevated to whatever height the player chooles, for 
the Conv enience of ſtriking; but not afterwards. 

This is done by means of land or clay, called a 
Teng, 3 i 

The balls which are p! hire! off at ke beginning of 
the game muſt not be changed until the next hole is 
won, even if they ſhou!d happen to burſt. 

When a half! happens to be loſt, that hole is loſt to 
the part * 

If a ir #buld'be z0cdee nch ſtopped, the ple 
is alloy: 2d 179 take his ſtroke again. | 


J 


5 Suppole. four are to play the game, A'and'B againſt 


Cand D; Fach Pa Haring a ball, ey proceed 
Mis: 


one more, tO get it as forward as that of their antagonitts, 


or as much beyond it as poſhble; if this is done, then 
J ſtritzes A's ball, which is called playing the lite, or 
equal, of their opponents. But if C and D, by their | 
Pall being in an awkward ſituation, ſhould not be able, | 
by playing one more, to get it as forward as 4's, they | 
are to play in turn, /wo, three, or as many more until 


that is accompliſhed, before 3 ftrikes his partner's ball; 


*which he calls one 10 two, Or one to three, or as many | 


ſtiokes as they required to get to the fame diſtance 2s 


e hr. 


A ſtrikes off firſt—C next; a perkape does not | 
drive, his ball 500% half the diſtance 4 did, on which | 
account D, his partner, next ſtrikes it, wh! ch | is called 
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A did by his once playing. The ball is ſtruck alter- 
nately, if the parties are equal, or nearly ſo. 
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THE GAME OF CONNEXIONS. 


HIS game may be played by either three or four 
eople ; if the former number, 10 cards each are to 
be given; but if the latter, then only eight, a piece, 
which are dealt and bear the lame import as at whiſt, 
except that diamonds are always trumps here | 
The-connexions. are formed as follo: 
iſt. By the two black aces. 
2d, The ace of ſpades and king of hers 
3d. The ace of clubs and king of hearts, 
For the firſt connexion 28. are drawn from the pool; 
for the ſecond 18.; and for the third, and by the win- 
ner of the majority in tricks, 6d. each is taken; Theſe 
ſums are ſuppoſing guineas ſtaked, but when only gl; 
ver is pooled, then pence are drawn. | 
A trump played in any round where there is a con- 
nexion wins the trick, otherwiſe it is gained by the 
player of the ſirſt card of connexion, and after a con- 
nexion any following player may trump without incur- 
ring a revoke, and allo whatſoever ſuit may be led, the 
perſon holding a card of connexion, is at. liberty to 
play the ſame, but the others muſt, if poſſible, follow 
ſuit, unleſs one of them can anſwer the connexion, 
which ſhould be done in preference. 
No money can be drawn till the hands are Snithed, 
then the poſſeſſors of the connexions are to take firſt 
according to precedence, and thoſe having the 1 
of tricks take laſt. | 
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THE GAME OF REVERSIS, 


THE GAME OF REVERSIS. | 


REVERSIS is played by four perſons, with every 


one a box, containing ſix contracts, reckoned as 48 
fiſh each, twenty counters 6 fiſh each, and thirty-two 
fiſh, making in all 4co fiſh; likewiſe with two pools, 
called the great and the little quinola pools, (the 


great one to be under the little) which are always to 


be placed on the dealer's right hand. For this game 


the tens muſt be taken out from a pack of cards; the 


deal is to the right; three cards are given to each 
player the firit round, and four to the dealer, after- 
wards always four, fo that the non-dealers will have 
eleven cards each, and the dealer twelve, with three 


remaining, to be placed fingly in the middle of the 
table oppoſite to each non-dealer, who is to put out a 


card, under the pools, and replace it with the card that 
is oppoſite to him on the table; the dealer likewiſe puts 
out one, but does not take in: ſhould, however, there 


be three remiſes or Rakes in the pools, then it is in any 


{ee the card, before the ſame is placed to the 


1 till option to take a card or net; if he does not, 
may 


diſcard ; then, previous to playing any card, the op- 


ofite parties exchange one with each other. The 


cards rank as at whiſt, and the points in the tricks are 
forty, each ace reckoning four, king three, queen two, 
and knave one. 92 

The points in the diſcard, which form the party, 
reckon as in the tricks, except the ace of diamonds, 
and the knave of hearts, as great quinola; the for- 
mer reckoning five, and the Jatter four. The player 
having the feweſt points wins the party. If two have 


the ſame number of points, then he who has the feweſt 


tricks, has the preference; if points and tricks are 
equal, then be who dealt laſt wins; but he who has 


re 
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not a trick has the preference oyer a trick without 
points; and the eſpagnolette played, and won, gains 
the party in preference to the laſt dealer. When every 
trick is made by the ſame perſon, there is no party; 
and this is called making the reverſis. | 

he great quinola pool, is to conſiſt of twenty-ſix 


fiſh, and to be renewed every time the ſame is cleared, 


or has fewer in it than the twenty-ſix ; this ſtake is at- 


tached to the knave of hearts, or great quinola, which 


cannot be put to the diſcard, unleſs there are three 
ſakes, or a hundred fiſh in the pool. The little quinola 
pool, conſiſting of thirteen fiſh, attached to the queen 
of hearts, as little quinola, is to be renewed in the 
ſame manner, in proportion as the other, and the little 
uinola cannot be put to the diſcard, unleſs there are 
three ſtakes, or fifty fiſh in the pool. Each time either 
or both of the quinolas are placed, or played on a re- 
nounce, they are entitled to the ſtakes attached to 
them, except when there are three ſtakes in the pool, 
then the great quinola is to receive a hundred fiſh, and 
the little quinola fifty: on the contrary, each time the 
quinolas are forced, led out or gergi, the ſtakes are to 
be paid in the fame proportion as they wouid have been 
received, except in the fangle inſtance of the perſon 
who played the quinolas making the reverſis, when the 
quinola, to be entitled to any benefit, mult be played 
before the two laſt tricks. | 
Every trick muit be made by one perſon to make the 
reverſ;s, which is undertaken when the firſt nine tricks 
are gained by the ſame perſon ; there is then an end of 


the party, and of the quinolas if held by hun, except 


he has played both or cither of them before the two 
laſt tricks; but, on the contrary, ſhould his reverſis be 


broken, he then is not only to pay the reverſis broken, 
but the ſtakes to the pools, for the quinolas he may 
have played before the reverſis was undertaken. AY 
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conſolations paid for aces or quinolas, by the perſon 
undertaking the reverſis, are to be returned on win- 
ning it. | | | 


"The 2ſpagnolette is either ſimply four aces, three aces 
and one quinola, or two aces and two quinolas. 'The 
player having the ſame, has a right to renounce in 
every ſuit, during the whole game, and if he can avoid 

. Finning any trick, and there is no reverſis, he of courſe 

14% wins the party in preference to him who is better placed; 

| but if obliged to win a trick, he then pays the party 

to the other, and returns the conſolations he may have 
received for aces or quinolas; and if he has a quinola, 
he muſt pay the ſtake to the pool, inſtead of receiving 
it. The player having the efſpagnolette, is at liberty to 
wave his privilege, and play his game as a common 
one, but loſes that privilege the moment he has re- 
nounced playing in ſuit. The player of the eſpagno- P 
lette receives conſolation in any part of the game, if he 
forces the quinola. 42 bw | 
If the reverſis is won or broke, the eſpagnolette pays pi 
ſingly for all the company. When the perſon holding 
the efpagnolctte can break the reverſis, he is payed, as 
before mentioned, by the perſon whoſe reverſis he 
broke; he can likewiſe undertake the reverſis, but then pl 
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his hand muſt be played as a common game. If the ig 
efpagnolette has placed his quinola, and there is a re- W 
verſis either made or broken, he is not to receive the th 
| Bake; for when the reverſis is attempted, the ſtakes Ja, 
| are neither received or paid, except by him who under- 15 
. takes the ſame. If, by another player having the ace or 
. king of hearts, the eſpagnolette has in any part of the 
* game either of bis quinolas forced, he pays the ſtake and 
A his conſolation to him that forces, except there is a a 
i . | , 
* The dealer always puts two fiſh into the great quinola _ 


pool, and one into the little; befides which every 
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player, at the commencement, puts into the former ſix 
liſn, and into the latter three; and each time the 
{takes are drawn, or when there are fewer fiſh in the 
pool than the original ſtake, the pool mult be repleniſh- 


ed as at firit. T o the points in the diſcard, four are 


to be added for the party. The pcrſon who gives an 
ace upon a renounce, receives a ith from the perſon who 
wins the trick; if the ace of diamonds, he will-recerive 
two. The perſon who forces an ace, receives the 
ſame payments from all the players. The great qui- 
nola placed upon a renounce, receives fix fiſh; the 
little quinola three; and if either of them is forced, 
the perion who forces receives the ſame payment from 
each player; and theſe payments ſhould be made imme- 
diately, without being aſſced for. One or more aces, 
or either of the quinolas played, or gergi, that is, led out, 
pay the fame as if they had been forced to the perſon 
who wins the party, but 1t 1s for him to recolle& and 
demand them, When either ace or quinola are placed, 

played, or gergi the laſt card, it is called @ la bonne, 
and are payed double, and all payments whatever are 
double to the perſon who fits oppoſite. The payment 
for the reverſis made or broke, is eighty ach; ; each 
player paying twenty, and the oppoſite party - forty, 
when the reverſis is made; but when broken, the 
whole is paid by the perion whoſe reverſis is broken; 

that is, he pays the perton breaking it exactly the 
ſame number of fila he would have received had he 

won it. 


Laws of the Game of Neven 

I. TE perſon who miſdeals, loſes his deal. 

II. If any player takes his card without having put 
out to the diſcard, the deal goes for nothing. 

III. The eldeſt hand ought to take care that all 
the players have put their ſtakes mto the es, if not, 
he mult make goed the deficiency... 
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IV. The diſcard is not to be changed after being 
ut out. | 
ks V. The eldeſt hand ſhould not play a card till the 
diſcard is complete ; ſhould he have played, he is per- 
mitted, if nobody has played to it, to take up the ſame 
and play another, 
J. No perion mult play before his turn. 
VII. If at the end of the game it is 
there is an error in the diſcard, the deal mult be made 


again. 


for any payments. 


IX. The player who flings down his game, thinking 
he can win the remaining tricks, 1s to pay for any ace 
or quinola that has or can be placed or given; and, in 


caſe of undertaking a reverſis, the perſon who might 


break it can oblige him to play the cards as he who | 


can break it ſhall direct. 
X. When a player, whether thinking he has won 
the party or not, aſks for the aces or quinolas led out, 
before the perlon who has really won the party 
| has demanded them, he is to pay for him who might 
otherwiſe have been called upon to pay. . 

XI. Before play ing a card it is always permitted to 
aſk how the cards have been played, but it is not al- 
| lowed to obſerve it to others who may not make the 
enquiry. OY 

XII. The player is permitted to examine all his own 
tricks at any time, but not to look at thoſe of any other 
perſon, except the laſt trick. | 
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PUT, played with a complete pack, generally by two 
people, ſometimes by three, and often by four, is a 


rceived . | 


VIII. When the cards are cut, it is too late to aſk | 


4 
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game at which the cards rank differently from all others, 
tray being the beit, next the deuce, then ace, king, and jj 
ſo on in the uſual order. After cutting for deal, &c. TH 
at which the higheſt put-card wins, three cards, by one 11's 
at a time, are given to each player, then the game is 
played either of the following ways: 1, If the non- 
dealer throws up his cards, he loſes a point, if he plays, 
and rhe dealer does not lay down another to it, ge 
gains a point; but, ſhoald the dealer put to the card 5 0 
played, the game goes on: 2nd, when the non- dealer = 
plays a card, and the adverſary either wins the ſame, 
es it, or lays down one of equal value, forming what 

is ſtyled a tie, the non-dealer is (till at — to put, 
that is play, or not, and his __ then only gains a 
point; the dealer has alſo the ſame privilege, and, if he 
refuſes to put, then his antagoniſt is entitled to a point; 
but if both parties agree to go on, whoever gains all the 
tricks or two out of three, wins five points, which are | 
the game; if each player obtains one trick, and the | 
third is tie, then neither party ſcores. * 

Four: handed put differs only in that any two of the 
players give each their belt card to his partner, who 
then lays out one of his, and the game is afterwards 
played as in two-handed put. If the dealer turns up 
any of his adverſary's cards, another deal may be de- 
manded; but, when he ſhews his own, he is to abide 
by them: and ſhould a faced card occur, the pack muſt 
be ſhuffled and dealt again: when more cards than neceſ- 
fary are given to the non-dealer, he may either claim a 
treſh deal, or have the extra cards drawn out; but ſhould 
the dealer give himſelf too many, then his opponent is 
entitled to a point, and may either have another deal, or 
draw the ſupernumerary cards, : 

Bye- ſtanders ought never to interfere, under penalty 
of paying the ſtakes. 

Either party ſaying I put muſt abide the event of the 
game, or pay tbe ſtakes. 5 
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THE GAME OF ALI- Tous. 


THE GAME OF ALL-FOURS. 


THIS game, played by two people, with a complete | 


pack, derives its name from the four chances there- 
in, for each of which a point is ſcored, namely, High, 
the | beſt trump out; loc, the {malleſt trump dealt; 


gack, the knave of trumps; game, the majority of pips | 
reckoned from {uch of the following cards as the re- 
ſpective players have in their tricks; viz. every ace is 
knave, 1; and ten 


counted as 4; king, 3; queen, 2; 
for 10. Low 1s always ſcored by the perſon to whom 


it was dealt; but jack being the property of whoever | 
can win or fave it, the poſſeſſor is permitted to revoke | 
and trump with that card: and when turned up as 
trump the dealer ſcores; it is alſo allowabie for the play- 


er who lays down a high or low trump to enquire at 
the time whether the ſame be high or low. 


After cutting for deal, at which either the higheſt or 


loweſt card wins, as previouſly fixed, fix are to be 


given to each player, either by three or one at a time, ; 
and the 13th turned up for trump; then if the eldeſt 
don't like his cards, he may, for once in a hand, lay, / | 


beg, when the dealer muſt either give a point or three 


more cards to each, and turn up the 7th for trump ; but 


if that ſhould prove of the fame ſuit as the firſt turned up, 
then three cards more are to be given, and ſo on till a 
different ſuit occurs. The cards rank as at whiit, and 
each player ſhould always firive to tecure his own tens 
and court cards, or take thoſe of the adverſary, to ob- 
tain which, except when commanding cards are held, 


— 
1 


*tis uſual to play a low one to throw the lead into the 


opponent's hand. Ten or eleven points form the game, 


which may be ſet up as at whiſt, though a very cuito- 
mary method is to draw two cards from the pack, and 
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lay them one on the other, ſo as to exhibit only the 
number of pips the player has gained. 

When the dealer ſhews any of his adverſary's cards 
he mult abide by the ſame. | 

If diſcovered, previous to playing, that too many 
cards are given to either party, a freſh deal may be 
claimed, or the extra cards drawn out by the oppo- 
nent ; but ſhould even a fingle card have been played, 
then there muſt be another deal. 

With ſtrict players the adverſary may ſcore a point 
whenever his opponent don't trump or follow ſuit, and 
each calculates his game without inſpecting the tricks, 
which when erroncoully ſet up mult not only be taken 
down, but alfo the antagoniſt either ſcores four points 
or one as ſhall have been agreed on. 


a new deal may be demanded, but in ſhewing his own 
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TREATISE ON GAME. COC RS. 
Directions for Breeding Game- C ocks. 
HOOSE the breeding cock from a {train which has 


generally, if not always, won the odd battle when 


equally matched ; be alio thoroughly convinced that 
he is perfectly ſound, by attending to his manner of 
feeding. where if he eats corn enough to make his crop 
very hard, and digeſts the ſame ſpeedily, that is as ſure a 
ſign his conſtitution is good, as that it is rotten when 
he eats but little, and has a bad digeſtion; for greater 
certainty, try alſo by running him down in a field, and 


{parring with another cock, at either of which, if un- 


lound, he will turn black in rhe face; prove the hens too 
in a ſimilar manner, and be allured there has not been 
the leaſt taint in their race for many generations paſt. 
The cock, in reſpect to exterior qualifications, ſhould 
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poſſeſs a thin long head, or very taper, if ſhort ; large 
full eyes, ſtout crooked beak, thick long neck, ſhort 
compact body, with a round breaſt, firm ſtout thighs, * 
placed well up to the ſhoulders, long ftrong legs, and if 
they correſpond in colour with the beak, that is eſteem- 
ed a perfection; broad thin feet, and very long claws ; : 
an upright eaſy carriage and ſtately walk, with wings 
not lying cloſe on his back, but in ſome meaſure ex- 
tended. N. B. A long necked cock has a great ad- 
vantage in battle, particularly when his antagoniſt 
ſtrikes at the head; one with a ſharp breaſt carries © 
much uſeleſs weight about him, beſides never hav- if 
ing a fine forehand; and a cock whoſe thighs are 
placed rather behind cannot maintain a long battle, 'J 11 
There are good cocks of all colours, but the fea- 
thers ſhould be thin, ſhort, and hard, which are alſo a 
ſign of health, as the contrary is of a bad conſti- 
tution. A cock poſſeſſed of all the aforementioned th 
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qualifications, in condition to fight, ought not to weigh 4 by 
more than 41b. 10 oz. for when above that weight, and th 
the hens of a good ſize, their progeny, if well walked, ' re 


will be too large to fight within the articles, and if the 
cock is much leſs in weight than 4Ib. 8 oz. the chickens | 
will not have the due ſhare of bone requiſite to contend | 
with well bred cocks. The hens ſhould correſpond to *. 
the cock in feather, make, and ſhape, with bodies 
roomy behind, for the production of large eggs. 10 

The breeding walk ſhould be where there are out? 
buildings for ſhelter in bad weather, on a dry (oil, if 
gravelly fo much the better, at a diſtance from any houſe 


CITI 
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where fowls are kept, leſt the hens ſhould be trod by | go 
other cocks, and not near a wood or coppice, for fear of her 
vermin that might deſtroy the chickens, or of a fox car- du 
rying off the cock or hens. If poſſible get a fituation the 


where there is a conltant ſtream of clear water running rel, 
off by the houſe, but if neceſſary to pump or draw it 
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for the birds, let the ſame be changed very oſten, or 
they won't long be healthy. Farm houſes, where others 
fowls are kept, or hogs, geeſe or ducks, dirty all the 
water about the ſpot, are not eligible ſituations to breed 
game cocks. Let the rooſting place be of good ſize, 
dry, and free from offenfive ſmells. Take care that the 
perches are round, and not fixed higher than the birds 
can aſcend, or deſcend from with eaſe, nor too thick 
tor them to gripe, elſe their feet will ſwell. 2 
In the beginning of February, at ſooneſt, put the 


cock and not more than 3 or 4 hens together, let them 


if poſſible be ſiſters, for greater certainty in breeding; 
obſerve how they agree, and ſhould the cock take a diſ- 
like to any hen, remove her away directly, Before the 
hens begins to lay, provide diftin& and ſeparate neſts 
for them, elſe they will frequently drop their eggs in 
improper places, and fometimes quarrel, after which 
they perbaps will never run peaceably together again, 
but fight, occaſionally, till they entirely ſpoil one ano- 
ther. The brit egg being generally ſmaller than the 
reit, mark and leave it in the neſt; take out all the 
others the ſame day as laid, write on and put them into 
a box with bran, and be careful that they are neither 
thrown about nor changed. When the hens begin to 


grow broody, which may eaſily be known by their 


countenances turning white and their combs ſhrivel- 
ing, they at that time are not in perfect health, there- 
fore do not ſave any more eggs, but leave them in the 
neſts to entice the hens to ſit ſooner, for which purpoſe 
uſe the eggs already laid by, as moſt likely to produce 
good chickens; but if two flocks are wanted from each 
hen, then ſet their ſirſt eggs under other hens, healthy 
dung-hill ones in preference; chooſe a fituation where 
the others can't get at them, otherwiſe they will quar- 
rel, and, perhaps, occaſion the eggs to be broke. 
Have plenty of food and water always near the fitting 
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Hens, and if they are in a place that isfloored, laya quanti- h 
ty of gravel on it. Confine, till their heat is gone off, in Þ (4, 
ſeparate dry coops, cloſe to where the other game birds abe 
feed, thoſe hens which have been hindered from fitting, I fro 
otherwiſe in each cate they would be apt to fight, and ing 
perhaps get disfigured, which might propably prevent Ito 

them from laying any more that ſeaſon. When they She 
begin to lay their ſecond clutch, proceed as before, only Jaye 
ſet them on their own eggs, and by no means force J the 
them to lay a third ſet, as that would weaken them too Ju ill 
much, and, beſides, the chickens be of little value if | Þ 
batched later than May; thoſe hatched before the end land. 
of March are often cramped by cold, and ſuch as are ſor y 
later than the beginning of June never run cocks fo raw! 
high upon leg, light fleſhed, or large boned. Make 
the neſts for the fitting hens of clean ſtraw rubbed ſoft, 
in large earthen pans raiſed 18 inches from the ground, 
to guard againſt vermin, and don't put above 12 eggs 
under each hen. Some of the eggs may, perhaps, 
begin hatching on the 1gth day; attend to that, and as 
the hen will be inchned to quit the neſt as ſoon as two 
or three chickens are out of the ſhell, let them be taken 
away, wrapped in ſome wool in a baſket covered with 
flannel, and placed in a warm fituation where their mo- 
ther can't hear them, feeding them with hard boiled 
egg chopped fmall, but reſtoring them to her at night. 
When the weather proves dry, and the ſun ſhines, the 
chickens may be put out of doors the day after they 
are hatched, confining the hens under crates or in 
coops to prevent them from rambling, which will cauſe 
them to hover their flocks oſtener than if at liberty; 
but when the weather is cold, or the ground wet, kee] 
them in a room, confining the hens in the fame mani 
ner, taking, in every caſo, eſpecial care that there 1s 
ſpace enough for the chickens to get to their mothe 
without ſqueezing, which would make them grow lon 
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bodied, and will be the effect if they oftea go bete 
cloſe garden rails. Should four hens hatch within 
about the ſpace of as many days, take the chickens 
from one, and divide them among the others, in an even- 
ing after they have been ſome time at rooſt, removin 

|to another walk the hen deprived of her chickens. 
| Should the hens not have above eight a piece on the 


the chickens as their own, and they by that means 
will bave fever enemies. 
Feed the chickens for the firſt fortnight with bread 
and egg mixed, beſides grits, and when kept i in a room, 
or where they can't get at inſects, procure them ſome 
raw bones of beef or mutton to pick. Give them very 
often freſh water in ſhallow veſſels, and take care it 
don't get warm. When a fortnight old, feed them on 
barley, ſetting the hens at liberty; and where there is 
ot a running ſtream, place their drink in the {hide 3 
guard againſt "all foul water, and particularly ſoap ſads, 
hich may occafion the roop, a fatal diſeaſe that never 
o n be thoroughly cured. Feed the chickens in 
n the morning, ſoon as let out, again at noon, and allo 
ch Pout an hour before they go to roolt; giving them, 
o- ich time, as much as they can eat, wg not ſo as to 
ed Have any food, which would prevent them from taking 
ht. cceflary exerciſe, andybe nearly as detrimental as 
the ceping them too long without vitualss Where the 
| is not gravelly, have a load or two laid like a 
ak, and ſcatter the corn thereon upon both ſides, 
hich may prevent quarrcliing between the different 
cx. Do not have a hole for the chickens to go in 
d ont as they like, but let the door of the rooſting- 
ice ſtand open all the day, and lock the ſame at 
Ft; alſo count the chickens at leaſt every morning 
W hen the breeding-hens have all hatched, or are 
r it, remove the cock to another walk, leſt he 
P 


average, they may all be put under two, who wall nurſe 
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ſhould grow moroſe and beat the chickens; beides, 


by ſending him away, the hens will take care of their 


young much longer. Soon as the pullets can be 
diſtinguiſhed from the cocks, deſtroy ail the former, 


except ſuch as are intended to breed from, as they will 


never be worth the expence of keeping for the table: 
by purſuing this method the cocks will thrive the better, 


and other ſportſmen, perhaps, be prevented from ob- 


taining the ſame breed. Let the rooſting perches for 
the chickens be of a ſize they can eafily gripe; made 
round, and covered with woollen cloth, to prevent 
them from growing either duck-foeted or crooked 
breaſted, which would be detrimental in their battles. 
Take down the high perches on which the hens uſed to 
rooſt; fix the others at firſt near the ground, moving 
them higher by degrees, but never much more than 
four feet, till the chickens are a quarter old, or they 
may get ſwelled ſcet; a defect of ſuch conſequence, 
that ſome feeders will object to them. Prevent the 
young cocks from fighting among themſelves, or they 


may materialiy injure each other; become ſeam- eyed, 
or canker-mouthed; and ſhould any of them have the 
| {kin of the head torn off, and thereby be rendered peel- 


pated, they may be objected to in a match as having an 
undue advantage over others with a fair hackle: in order 
10 guard againſt theſe inconveniences, whenever they 
appear inclined to ſquabble, divide the majority into ſe 
parate parties in different apartments, where keep the 
ſhort of food; leaving ſome of the ſtrongeſt on th 
ground; then taking the weaker of thoſe ſo left, hold 
ing and buffetting him with a handkerchief while the 
ſtronger ſtrikes, he will probably ſubmit to a maſter 
and, if that will not do, confine him for a few hour 
after the buffetting, &c. till cool; and then turnig 
him out, he, from being ſtiff and fore, while the oth: 
is freſh, will yield after a blow or two. When by th 


TREATISE ON GAME CCCKS. 315 


means the authority over each other 1s fully eſtabliſhed, 
then put down the ſtrongeſt from one of the parties 
ſhut up, who will ſubmit directly to run under all thoſe 
that are down: and when they are reconciled to him, 
turn down the ſtrongeſt from another party, and ſo on 
till all are got down, When once ſettled, they will 
agree peaceably together, unleſs one of them gets dis- 
. figured; if that ſhould happen, and they do not ſeem 
perfectly reconciled, remove him directly to avoid a ge- 
neral quarrel. Do not permit the hens to ſtay with the 
chickens longer than while they retain their authority, 
1 but ſend them and the pullets to ſome walk where there 
are no other hens of any breed, elſe they will quarrel 
with them; and ſhould they get disfigured will after- 
wards fight among themſelves : and if it is intended to 


6 breed from them the enſuing ſeaſon, let them run without 
y 2 cock. After removing the hens, put the brood- cock 


along with the cock-chickens, whom he will keep in 
he order, provided no hens come near them. Should any 
„of the game hens crow, when by themſelves, it is no- 
d. J thing but a ſign of wantonneſs. Cut off the combs, 
nel ſpurs, &c. of ſuch as are to be made fighting.cocks, 
and procure them gaod walks, where they can have 
plenty of corn and clean water; but do not fend them 
io farm-houſes, or where they can get at other cocks. 

In order to try the goodneſs of a brood, chooſe, 
from thoſe hatched early, ſome of the ſtags that are 
ſhorteſt upon leg; ſend them as cocks, having previouſly 
cut off the points of their heels: be very careful of 
communicating that circumſtance; but by no means 
Jon they are all of a fort, or that there are any bro- 

thers; and, to prevent ſuch diſcovery, mark the chick- 
ens different ways, and enter the particulars in a book : 
„et them weighed into a match to fight in the main 
bout March the year after they are hatched : pay 
great attention to their manner of fighting, and the 
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character of the cocks they contend with; if they keep 
the battle upon an equal poize, and only ſeem beat by 
age, they probably will make excellent cocks: ſhould 
the {rags afterwards, when cocks, win the odd battle, 

then be very careful of the brood-cock, who, by being 
kept from the hens during the latter part of the ſeaſon, 
may get good chickens for eight years. By putting young 
hens to the old cock, and a young cock to the old hens, 
they will breed good chickens at leaſt four years: but 
till they have moulted twice never breed from [tags or 
pullets with the old birds; and when the breed is good, 

do not be very anxious to croſs it, but when it is wroff. 
ed, match the colour as near as poſhible; and be not 
fond of breeding from any cock tat merely happens to 


fight a good battle: neither be dicontented with a 


breed becauſe >fome are beat, nor change becauſe a cock 
loſes his ſecond battle; as the odds are greatly againſt 
any one being rictoriou is twice together, belides the 
chance of ſecret hurts received in tlie arſt engagement. 


After a cock has tought a hard battle he 1s uſually neg- 


lected, will ſeldom be in condition to fight again that 


ſeaſon, and frequently has received ſome blows he 
never can get the better of, which the keeneſt ſportſman 


might not even be able to perceive; therefore never; | 
after ſuch an event, imagine a cock is in a proper ſtate 


to fight, merely be: aufe he ſpars well at a Hurry mith 
another in the pens; and by all means avoid ever aga! 


matching a cock that after a w<cll-contelted battle has | 4 
A cock that | . 
. 4 ( It 
has fought ſeveral times may get good chic kens, pro- ens t 
are ſo 
and ſome ſevere ſtrikers ſnall gan a Welch- main, or 


mouited from a darker to a tighter colour. 
vided he has an elegant make id Tound conſtitution; 
win three or four ſeaſons together in reoniar matches; 


but others, winning even or eight battles in a ſeaſop, 
can oniy bave contended with "yy" cocks | 


alf 


3 3 


bred, ill-walked, or under wei icht; for if freſh cocks, | 


pens, 
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lock. 
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equal in goodneſs and weight, had been brought againſt 
them in only the ſecond battle, the winners of the firit 
moſt probably would have been conquered. A 
Welch-main is when fixteen cocks, under a certain 
weight, fight for a prize; thoſe that fall negrait to each 
bother in weiglit are matched, which makes eight battles; 
then the winners are matched to form four other battles; 
the four conquerors again two more battles; laſtly, the 
victors one battle; ſo that oe cock ſhould be ſuperior 
in four engagements. 

To eonclude, when a gentlæman intends to fght a 
match, he firſt ſhould viit all his walks, to examine 
what condition the cocks are in; next engage both a 
good feeder and good ſetter-to, not merely thoſe who 
have had the luck to gain a match or two, but ſuch 
whoſe cocks have fought well, during many matches; 
as a good feeder and a good ſetter-to ſhall frequently, 
with an indifferent ſtring of cocks, beat .a bad feeder 
and ſetter-to with another itring every way ſuperior. 


DID 
ORDERS: AND RULES FOR COCKING. 


N the weighing Poms that perſun whoſe chance 
is to weigh lait, is to tet his cocks and number his 


= dens, both main and byes, and leave the key of the pens 


upon the weighing table, (or the other party may put a 
Jock on the door) before any cock is put into the icale, 
Ind) atter the firit pack of cocks is weighed, a perſon ap- 
Joined by him that weighed firſt ſhall go into the other 
Ipens to lee that no other cocks arc weighed but what 
| re fo ſet and numbered, provided they are within the 
F*rticles of weight that the match ſpecifies; if not, to 
Ike the following cock or cocks, until the whole num- 
Jer of main and bye cocks are weighed through. After 
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they are all weighed, proceed as ſoon as poſhble to 
match them, beginning at the leaſt weight firſt, and ſo 
on; and equal weights or neareſt weights to be ſeparat- 
ed, provided by that ſeparation a greater number of 
battles can be made; all blanks are to be filled up on 
the weighing day, and the battles divided and ſtruck off 
for cach day's play, as agreed on, and the cocks tit 
weigh the leaſt are to fight the firit day, and ſo upwards. 
At the time agreed on by both parties, the cocks | 
that are to aht the firſt battle are brought upon the pit 
by the feeders, or their helpers; and after being examin- 
ed, to ſee whether they anſwer the marks and colours 
ſpecified in the match-bill, they are given to the ſctters- 
to, who, after chopping them in hand, give them to the 
maſters of the match (who always fit oppoſite to each 
other), when they turn them down upon the mat; and 
the ſetters- to are not to touch them, except they either 1 
hang in the mat, in each other, or get cloſe to the edge fo 


15 
_y 


re ww hos vo 12 89 0 EP 4 


of the pit. until they have left off fighting, while a per- . 
ſon can tell forty. When both cocks leave off fight- dt 
ing, until one of the ſetters-to, or a perſon appointed for } *? 
telling the law, can tell forty gradually; then the ſetters- , 

to are to make the neareſt way to their cocks, and as 5 


ſoon as they have taken them up, to carry them into the 
middle of the pit, and immediately deliver them on their Y > 
legs beak to beak, and not touch them any more until | 


they have refuſed fighting, fo long as the teller of the F ** 
law can tell ten, without they are on their backs, or hung F | 
in each other, or in the mat; then they are to ſet to 1 ©2* 
again in the ſame manner as before, and continue it till a b 
one cock refuſes fighting ten ſeveral times, one after ſet! 
another, when it is that cock's battle that fought within Y Y9 
the law. But it ſometimes happens that both cocks 1e- | Ph 
fuſe fighting while the law 1s telling; when this hap- lett 
pens, a Freſh cock is to be hovelled, and brought upon bre 


the mat as ſoon as poſſible, and the ſetters- to are to tos 
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ap, which cock is to be ſet to firſt, and he that gets the 
chance is to choole. Then the other which is to be ſet 


to laſt, muſt be taken up, but not carried off the pit; 
then ſetting the hovelled cock down to the other, five 


leparate times, telling ten between each ſetting- to, and 
then the fame to the other cock; and if one fights and 
the other retules, it is a battle to the f rnting cock; but 
il both ſight, or both refute, it is a drawn battle. The 
r2aton of ſetting- to five uinies to cat cock, is, that ten 
times ſetting- to being the long law, {> on their both re- 


fufing, the law is to be equaily d q vided b 2tween them. 


Another way of deciting a batti-, is, if any.perſon 
offers to lay ten pouu ds to , a nf no po ron takes 
it until the law- teller tells fort ty, and calls out three ſepa- 
rate times, Will any one take it? and if no one does, 
it is the cock's battle the odds are laid on, and the ſet- 
ters-to are not to touch the cocks during the time the 
forty is telling, without either cock is ; bung i in the 
mat, or on. his back, or hung together. If a cock ſhould 
die before the long law is told out, W he fought. 
in the law, and the other did not, be! loſes his battle. 

There are frequently diſputes in ſetting- to in the long 
law, for often both cocks refuſe fighting until four or five, 
or more or leſs times, are told: then they ſome: imes be- 
gin tclling from that cock's fighting, and counting but 
once refuſed, but they ſhouid continue their number on, 
until one cock has refuſed :on times: for when the law 
i3 begun to be told, it is for both cocks: and if one 
cock fights within the long law, and the other not, it 12 
a battle to the cock that fought, counting from the firſt 
ſetting- to-. All diſputes about bets, or che battle being 
won or loſt, ought to be decided by che ſpectators. 
The crowing and mantling of a cock, or ſighting at the 
{etter-to's hand before he is put to the 3 cock, or 
breaking from his antagoniſt, 13 not allowed a3 a fight. 
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ARTICLES FOR A COCK-MATCH 


ARTICLES of agreement made the ———day 
Oft—— One thouſand eight hundred and — 
between | | | 
Firit, the ſaid parties have agreed, that each of them 
{ha!! produce, ſhew, and weigh, at the ——- 
on the - day of —— beginning at the 
hour of — in the morning, — cocks, 
none to be leſs than three pounds fix ounces, nor more 
than four pounds eight ounces, and as many of each 
parties cocks chat come within one ounce of each other 
ihall ſiglit for — a battle, that is, 
each cock; in as equal diviſions as the battles can be di- 
vided into ſix pits, or days play at the cock- pit before 
mentioned: and the parties cocks that win the greateſt 
number ot battles, matched out of the number before 


8 


— —-—.'?— 


fpecificd, ſhall be entitled to the ſum of — odd 
wo battle money, and the ſum to be ſtaked into the hands 
8 of Mr. before any cocks are pitted, by both par- 


ties. And we further agree, to produce, ſhew, and 
weigh, on the ſaid weighing days, cocks for bye 


battles, ſubject to the ſame weight as the cocks that ſight 


br in the main, and theſe to be added to the number f 
* main cocks unmatched, and as many of them as come 
. within one ounce of each other ſhall fight for | 1 
. a battle; the number of cocks ſo matched, to be equall7 
x divided as will permit of, and added to each day's play 
i with the main cocks; and it is alſo agreed, that the 
M balance of the battle money ſhall be paid at the end of 
7 each day's play. It is alſo further agreed, for the 
ol cocks to fight in filver ſpurs, and with fair hackles, 

A and to be ſubject to all the uſual rules of cock- fighting 


N 
OED EDX 
5 * 1 


as practiſed at the Cock- Pit Royal, Weſtminſter, and 
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the profits ariſing from the ſpectators, to be equally! di- 
vided between both parties, after all charges are paid 
that uſually happen on thoſe occaſions. 


Witneſs our hands the . day of 18 
Witneſs  ——— 


| KEY TO A MATCH BILL. 


e. „F 


5 


F Ye 

Cocks. Cocks, ,-- Docks, Cocks, 
Ib. 0 | d. = 
cv 3 


— * " . 
— 


88! 


morſe 
«a = 


2 tO = © | 09 ttm x | 


322 KEY TO A MATCH 31LL. % 


A. B.'s Cocks. C. D.'s Cocks. | A. B.'s Cocks. C. D.'s Cocks. 
Ib. OZ, Ib. J 
1 | 5 
1 


—— 


, »% 21 * was 2 n f 
Es * L aun, 14 . wt © * * 2 0 
OO ” 6. 4 5 * . * 4 og — 
d be, 2 3 k N 
N Fe bd * * 22 1 © 00" N . 


* TN Le 


PER OE 


ee 1 
£& i r *s 
Par TS 7 


1 n 
S ͤ ˙ ES, 2 


3 >" a 
* * 


e fee e wow] wy 


N. B. Place the num. 
ber the cock is weighed in 
each column, in a parallel 
line againſt big weight, 


* 


= e n e 8 


CALCULATfONS FOR COCKING, 393 


Calculations for Cocking. 


Battles, | Odds. 
3 out of 4 p to 1 
4 out of 5 is 44 10 1 
4 out of 6 3 12 to 1 
5 out of 6 is 89. to 1 
5 out of 7 is 345 to 1 
6 out of 7 is 15 to 1 
5 out of 8 is 132 .t0 1 
6 out of 8 is 5233 to 1 
7 out of 8 is 274 to 1 
6 out of 9 is 2433 to 1 
7 out of 9 is 10255 to 1 
8 out of | . to 1 
6 out of 10 18 1332 to 1 
7 out of 10 is 447 to 1 
3 out of 10 is ] 742 to 1 
9 out of 10 is 92 f to 1 
7 out of 11 = 2336 to 1 
8 out of 11 is 7 to 1 
9 out of 11 | „„ to 1 
10 out of 11 5 169 ＋ to 1 
7 out of 12 is I 5 to 1 
8 out of 12 is 4 73 to 1 
9 out of 12 is 12 557 to 1 
10 N 12 is 50 55ſt 1 
II out of 12 Is 3145 to x 
8 out of 13 is 258 to x 
9 out of 13 = 6 gy 
10 Out of 13 is 20 42 to x 
11 out of 13 ES 388 to 1 
12 out of 13 is 78 '594 4 -- 
8 out of 14 is I 2% to 1 
a 9 out of 14 418 35335579 tony 
f 1o out of 14 is 108% to x 
1 


I out of 14 is 33232 to 
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Battles. 
12 out of 14 
13 out of 14 


9 out of ES: 


10 out of 15 
11 out of 15 


12 out of 15 
13 out of 15 
14 out of 15 


9 cut of 15 
IO ou: of 16 
11 out of 16 


12 out of 16 


13 out of 16 
14 out of 15 
I5 out of 16 
10 out of 17 
11 out of 17 


12 out of 17 
13 out of 17 


14 out of 17 


15 out of 17 
16 out of 175 


10 out of 18 


II out of 18 
12 out of 18 


x3 ont of 18 


14 out of 18 


15 out of 18 
16 out of 18 
17 out of 18 
II out of 19 


I2 out of 19 


13 out of 19 
14 out of 19 
15 out of 19 
16 out of 19 


CALCULATIONS FOR COCKING. : 


ms 


220428 
— 4| 6 © — 


l 
! 
[tg 


—— 188 
2 
8 


LEY 
wo 
O 
To. 
pe 
on 


—1 00 
28 - O = 
D 


— 

— 

— 

E 
22 


nes 
\O 
90095 
2 
to 
* 


O 
YI \ 
95 


Þ <|t0 =| 


Id 
S 
a 
ofcs 
5445 


— 
to 
to 


7 
1 


CALCULATIONS FOR COCKING. 325 


Rattles. Odds. 

- 34 
17 out of 19 is 2743 1 fo 1 
18 out f 19 15 26213535 to 1 
I1 out of 20 is 1 0 
12 out of 20 is 2 4%2722 to 1 
13 outof 20 is 62/2575 ton 
14 but of 20 is 16 825 to 1 
15 out of 20 = 47 NY to 1 
16 out of 20 is 16833 801 
17 out of 20 18 77 7 * to 1 
18 out of 20 is 4968 2 to 1 
19 out of 20 is 49931 + to 1 


Ni.. B. The foregoing Calculations ſuppoſe even mo- 
ney on each battle. | 


A. Tall ſhow wing the Odds for and * one Side 
zbinning a certain number of Batiles, when there is 
even money on each Baltle. 


Battles Odds. 
4 One fide wins 3 out of 415 11 to 5 
5 Neither wins 4 out of 5 is 5 to 10 
© One ſide wins 4 out of 6 is 11 to 5 
Neither wins 5 out of 6 is 25 to 7 
Neither wins 5 out of 7 is 35 to 29 
8 Neither wins 6 out of 8 is 91 to 37 
9 One fide wins 6 out of 9 is 65 to 63 
Neither wins 7 out of 9 is 105 to 23 
10 Neither wins 7 out of 10 is 21 to 11 
11 One ſide wins 7 out of 11 1s 281 to 231 
Neither wins 8 out of 11 1s 787 to 232 
12 One ſide wins 7 out of 12 is 793 to 231 
Neither wins 8 out of 12 is 602 to 397 
13 One ſide wins 8 out of 1g is 595 to 429 
Neither wins g out of 13 is 3003 to 1093 


14 One fide wins 9 out of 14 is 4472 to 3719 
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15 One ſide wins 9g out of 15 is 9949 to 1335 
Neither wins 10 cut of 15 18 11435 to 4954 
16 One ſide wins ꝙ out of 16 is 26333 to 6435 
Neither wins 13 out of 16 is 17875 to 14803 


17 One fide wins :© ut o of 2 17 4 206173 i 12158 
Neither wins tout of 17 is 730136 to 126008 

20 One fide wins 12 Cut ofa 20 is 131725 to 130169 
Wben there are five battles to fi rht, it is an equal 
wager that one ſide wins three battles running. And 
when fix battles, then it is fire to three that one fide 
wins three batties running. Tt 4 3+ tO 1, you do not 
win two battles runn ing, v when each Battle is fix to five 
againſſ you; and 2 4+ to 1 you do not, when each 
battle is fix to ve for vou, ncar fifty ſbilhngs to a 
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guinea. It is 4 F; to 1, you do not win two "battles 
running. when each \ barile | is ye to four againſt you; 
and 2 2 to x, when each battle is ſize to four for you. 


It is 5 4 tO ty you do not win two battles running, 
when each battle is ſix to four 2gainit you; and 1 + to 
1 you do not, when cach bartl i is {1% to four for you. 
It is 8 to 1 you do not win td battles running, when 
each battle is two to one againit you; and five to four 
you do not, when the odds in each batile is two to 
one for you. | 

Suppoſing cach battle fix to five for you, it is 
94176 to 66875 (2bova ſeven to five} you win the 
odd battie oat of five; but it is 1208 te 40176 
(above three to one) you do not win four battles out of 
five, and almoſt twenty to one you do not win all tive ; 
but it is above Hfty to one you do not loſe all five, nd 
near 6 Fr to 1 F ou do not loſe {our out of the five. 
And if each battle be five to four for you, it is 35625 
to 23424 ove {1x to four) you win the odd battle 


out of the five, and 17 2522 to 1 you do not win all 
the five, but it s 6 7234 to x you do not leſe four out 
of the five, and 56 % r to 1 you do not loſe all fire. 
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When there are only two battles to fight, it is 5 4 to 
1 you do not win both, when the odds is fix to four 
azainſt you; and 1 4 to 1 you do not, when each battle 
zs ſix to four for you. When the odds are 2 to 1 for 
you, it is five to four you do not win two battles running; 
and eight to one you do not Jofe both. When there 
are four battles to fight, and the odds are 2 to 1 for you, 
then it is 65 to 16, or 4 þ- to 1 you do not win all 
four; but it is 80 to 1 you do not loſe all. And if the 
odds are 2 to 1 for you, then it will be 131 to 132 that 
you do not win four out of the five, and 211 to 32, or 
6 {12 to 1 you dc not win all five; bat it is 232 to 11 
vou do not loſe four out of the five; and 242 to 1 you 
do not loſe all five ; and likewiſe it is 1248 to 939 you 
do not win five out of ſeven, and 1911 to 276 you do 
not ſix out of ſeven, and 2059 to 128 or 16 + to 1 
you do not win all ſeven ; but it is 2078 to 109 you do 
not loſe five out of ſeven; and 2172 to 15, or 144% to 
1 you do not loſe ſix, and 2186 to 1, not all ſeven. 
The odds of a match in which there are even battles, 
and one ſide is three, four, or any other number of battles 
2-head, it is double the odds you not tie the match, 
more the odds you do not win it, leſs one to two. 
For example. Suppoſe in a match of thirty battles, 
one ſide was three a-head, and but ſeven battles to fight, 
then the other muſt win five out of the ſeven to tie, and 
ſix out of ſeven to win the match: look in the table, 
and you will find it is 3 44 to 1, not 5, and 15 to t, 
not G out of 7. The double of 3 42 is 6 24 more, 15 
is 21 24 Jeſs, 1 is 20 24 to 2 in the odds of ſuch a 
match. Suppoſe nine battles to fight, and one fide is 
five battles a-head, then the other ſide muſt win ſeven 
out of nine to fave, and eight out of nine to win, there- 
tore the odds will be 69 V to 1. 
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13 


Suppoſe even Bets on both Sides, then one wins. 


out of 4 


out of 9 


out of 11 


out of 13 
out of 15 
out of 17 
not 11 
out of 19 
not 12 
out of 21 
not 19 
aut of 23 
not 14 
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Suppoſe a match between Kent and Middleſex, 
and the odds are fix to five Middleſex againſt Kent 
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The Uſe of the Foregoing Table, 


each battle; it will be gs. 5d. 4, and Jof a farthing, 
to 45. that Middleſex does not win the next two 


battles; and it 158. 4d. 4, and of a farthing to 45. 


that Kent does not win the next two battles. 

If the bets are eight to ſeven each battle in favour 
of Middleſex, then it is 10s, and & to 48. that Mid- 
dleſex does not win the two next battles; and 148. 
dx and 34 to 4s. Kent does not win the next two 
battles. | 


When thirty battles is in a match it is 918624304 
to 155117520 not a drawn match, almoſt 6 to 1. 


And 4 43332% to 1 when 20 battles. 
And 4 43443 to 1 when 18 battles. 
And 4 ni, to 1 when 16 battles. 
And 3 353% to 1 when 14 battles, 
And 3 49% to when 12 battles. 
And 3 45 to 1 when 10 battles. 
And 2 3% to 1 when 8 battles, 
And 2 £4 to x when 6 battles. 
And 1 3 to 1 when 4 battles. 


Thele calculations, ſuppoſe even money on each battle. 

_ Feeders uſually keep ſecret their particular modes of 
dieting and preparing cocks for battle; the following is 
one method:—After carefully examining whether the 


birds are found and hard feathered, put them into ſepa- 


rate pens, with moveable perches therein; always keep 


- the pens very clean, and feed the cocks with crumb of 


{tale bread cut into ſquare bits, giving each a handful 


at ſun- riſe, noon, and fſun-ſet, procuring them cold 


ſpring-water for drink; after feeding thus for four or 
ſive days, let the cocks ſpar ſome morning with one 
another in a room covered with ſtraw, or on a graſs 
plat, firſt guarding their heels with hots, or leather 


ſpurs; let them ſpar a conſiderable time, but do not ſut- 


, * 
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fer them to draw blood. When they pant, and appear 
weary, give to yy one about the ſize of a walnut in 
quantity of white ſugar-candy, chopped rolemary, 


and butter, mixed together; which will increaſe their 


ſtrengtli, cleanſe, and render them long-winded : then 
mncdately take deep ſtraw batkets, or cocking- bags 
halt alied with ſtraw, put each bird into a {cparate 


baſket, fill the fame up to the top with ſtraw, ſhut 


down the lids, and let the cocks ſweat chern till 
evening; at that period take them out of thele ſtoves, 

lick their eyes and head all over with the tongue, fill 
their throats with itale bread, and pour fome warm 
urine therein, letting them feed directly, which will 
cleanie very much both their heads and bodies. After— 
wards diet the cocks with ſquare pieces of broad thin 
cakes, baked at leaſt four days before, made of a gal- 
lon of wheat flour, and as much oatmeal, well kneaded 
ed into a {tiff pa ſte, with ale, ſome butter, and the whites 
of ten eggs; do not mix any ſpices or other heating in- 
gredients. The ſecond day after the ſparring, exerciſe 
on a grais plat, or field, each game cock, by holding one 


of the dunghill breed to him, occaſiona allypermitting r him 


to ſtrike, but generally withdrawing the dunghill, and 
retiring; ſo tantalizing the other for about half an hour, 


till he pants, and 1s thoroughly warmed; then take him 


up, give as much as a walnut in ſze of a ſcouring made 
of butter beat in a mortar with leaves of herb. of 
grace, hyſop, and rotemary, till it reſembles a green 
falew: next ſtove the cock, and feed as before directed. 

Purſue the following plan for the firſt fortnight, one 
day feeding and reſting, the next either ſparring or ex- 
erciſing; and after every heat give the ſcouring. In 
the ſecond fortnight only ſpar or exerciſe twice-aweck, 


with {couring as before; during the third fortnight feed 


as above mentioned, Do not let him ſpar, but <xercile 
moderately twice or thrice in the time | 
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